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| owned an Acorn Electron as a kid. It wasn't the greatest games machine in the playground, 
but it did have the best game of all-time, Braben and Bell's Elite, and one of the best 
adventure games of all time, Trevor Hall’s Twin Kingdom Valley. 





For a boy with a fertile imagination, and an obsession with the Fighting Fantasy books, Twin 
Kingdom Valley whisked me through the screen, and into a fantasy world of babbling brooks, 
Forests, Orcs, Trolls, Goblins, Dragons, Kings and treasure! 


| played as many adventures as | could, but It wasn't until | owned a ZX Spectrum and Fergus 

McNeill’s The Big Sleaze that | encountered the same immersion with another game.A friend 

and | spent many weekends hunched over the keyboard, notepad and pen, determined that 
Sam Spillade would find the missing Maltese Bullfinch. 


I'm therefore delighted that both Fergus and Trevor feature in this celebration of classic 
adventure games, along with many other adventures and authors that transported legions of 


other kids to far flung corners of their own imagination. 


Mark James Hardisty, 2018 
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BRIAN HOWARTH 


One of Britain's most prolific adventure authors, 
Brian Howarth was entrusted to port Scott Adams's 
epic catalogue for Adventure International UK, and 
created the well-loved series of Mysterious 


Adventures. 





Brian Howarth started his career as a telephone engineer. 
He spent his evenings delving into the world of 
adventuring by playing Dungeons and Dragons and 
watching The Adventure Game - a BBC television series 
that first aired on the BBC in May 1980. The Adventure 
Game blurred the physical and digital world with green- 
screen computerised puzzles, and was an early attempt at 
augmented reality. “It wasn't until I saw that programme 
that I realised the potential for computer moderated 
adventures’, Brian enthused to Home Computing Weekly. 


He bought the only home computer he could find, a TRS- 
80 from Radio Shack and quickly discovered Scott Adams’ 
series of games. He was hooked, enjoying the games so 
much that he desperately wanted to write his own. He 
made a start in BASIC, but quickly filled the limited 
memory of the TRS-80, realising that his ambition 
couldn't be matched unless he switched to writing in 
more efficient machine code. Six frustrating months later, 
he had made progress, telling Jacob Gunness in August 
2003, that “machine code was clearly the way to go, but 
[it] represented a steep learning curve to me.I founda 


ARG'S ANCESTRY 


The BBC cult classic, The Adventure Game, was first broadcast in 
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the original Adventure, better known as Colossal Caves. 


The series producer, Patrick Dowling was a 25-year veteran of the 
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good book, Microsoft Assembler, and then proceeded to burn many 
midnight oils learning how to code in assembly language.” At the end 
of the six months, he had “stumbled” towards a functional version of 
his first adventure, and called it The Golden Baton. 


He hoped to sell it, and submitted The Golden Baton for publication 
with Molimerx, a company in Bexhill-On-Sea in Sussex who were 
already releasing games for the TRS-80 machine. He received an 
enthusiastic response. Brian explained to Gunness, “to my delight 
and surprise, Mr. A.J. Harding [...] contacted me with a publishing 
contract proposal, along with a definite interest in creating a series if 
I felt the capacity to create more." 


The Golden Baton was released in 1981, on cassette and disk and sold 
well, even being published in the US under the confusingly named 
Acorn Software Products label. Molimerx and its proprietor Mr 
Harding pressed Brian for more games in the newly dubbed 
Mysterious Adventures series, and he duly found time in-between 
writing a prescription labelling software package for a local chemist, 
to deliver The Time Machine and Arrow Of Death, a game in two 
parts. 


Around the same time, Mike Woodroffe, who owned a popular 
computer store in Birmingham called Callisto Computers was having 
the same thought processes as many early computer entrepreneurs 
and wanted to get into games publishing. He told Retro Gamer, “The 
computer shop was the catalyst really. [...] Although we were selling 
Apple Iles, we found that there was a very big demand for software, 
but the only place we could really get a good supply was in America. 
[...] One of the firms we approached was Adventure International. I 
had a good talk with Scott [Adams] and we struck a deal." 


Looking beyond a straight import-and-publish deal, Mike and Scott 
thought that it would be more cost-effective to bring the 
manufacturing processes to Britain instead of paying the high cost 
in time and shipping of getting bulky boxes over from the States. 
Mike told Your Computer “we were paying to fly blocks of 
polystyrene over the Atlantic. Scott suggested we set up own 
duplication operation here.” As well as selling the games for the TRS- 
80, there was a market to port the games to the emerging home 
computers that were starting to appear across Europe. Adams’ games 
were incompatible with machines such as the BBC, Spectrum and 
the like, so converting the games to other formats would widen their 
profitability. Woodroffe was interviewed for a magazine, discussing 
the potential of ports, and admitted to the press that he didn't have 
anyone that could handle the conversions. In a large dollop of 
serendipity Brian Howarth had read the article and contacted 
Woodroffe to offer his services. 


Mike befittingly accepted, and he formed a new company called 
Adventure International UK (AIUK), with permission from Adventure 
International in the States to use the same corporate name. For all 
intents and purposes it was recognised as the UK branch of Scott's 





business, but in financial and management terms it was a very 
independent entity. 


Brian started as a freelance coder in new AIUK offices above the 
Callisto Computers shop. He set to work examining Adams’ existing 
interpreter for the TRS-80 and compared it to his own evolving 
engine. The process was made easier by reading a Byte Magazine 
article, where the Adventureland source had been published and the 
method of working with Adams’ adventure databases had been 
analysed and documented. Howarth soon realised that it wouldn't 
take much work to bring the two in-line with each other to create a 
better development environment and interpretor for European 
machines. He explained to Gunness, “It became clear to us that if I 
could adapt my code to be able to interpret the Scott Adams data files, 
we would also be able to use the editor to allow non-programmers to 
write our own adventure data files." 


It was a painless process and before long he had an adapted codebase 
that could pull data from Scott's existing database, and be used to 
create future adventures with ease. His passion for the project was 
clear and the resultant engine and games were polished, fast and 
responsive. He told Retro Gamer, “I had fun playing Scott Adams's 
games [and] liked the ‘split screen’ format where descriptions were 
displayed in the top portion of the screen and the responses of the 
player and computers were displayed in the lower half." In the new 
engine the top half of the screen for each adventure was changed to 
include graphics. Text-based adventures no longer sold well, and 
Mike took the decision to hire talented artist Teoman Irmak to 
produce graphics. 


Howarth spent most of 1983 and 1984 converting Adams’ adventures 
to a wide range of machines, including the Commodore C16, BBC, 
Spectrum, Commodore 64 and Atari computers. He had the chance 
to meet Scott himself at CES, when Adams came to the UK ona 
publicity tour, but the opportunities for collaboration was limited. 
Adventureland, Pirate Adventure and Secret Mission were just some 
of Scott's original series that were ported. Several new additions to 
the Adventure International catalogue, including The Sorcerer of 
Claymorgue Castle were also converted. The process for newly 
developed games to be brought to England started with Scott writing 
out the main story. The adventure was then mastered by Ken McNair 
in Florida using an Apple II computer, and the plot and source disks 
sent to Birmingham for Britain to convert to the 8-bit European 
machines using his engine. 


After working together, Teoman and Brian modified the graphics 
capabilites of the interpretor removing the very slow high-definition 
line and spill-fill routine. In its place they implemented an 
innovative dynamic character-set based routine, that could draw 
graphics instantly without compromising the quality of the image. 
Claymorgue was one of the first games to receive this upgrade, and 
was well received in the press. It’s still a standout title, even though 
one of Adams’ more difficult games. Crash magazine highlighted at 
the time what had become to be expected from a “highly regarded 
force in adventure publishing", noting its “superb [and] racy response 
[that] give the game the edge." 


Things were looking rosy for the partnership, but unfortunately it 
seems there was some disagreement between AIUK and Brian. 
According to The Classic Adventures Solution Archive, the dispute 
was down to an invoicing error, but whatever, it coincided with him 
severing his links with Molimerx too and setting up his own 
company called Digital Fantasia. Brian had become disillusioned 
with the publishing company, and their refusal to convert games to 
other formats. Fantasia, with his home in Norbreck in Blackpool was 
the perfect vehicle to expand on the Mysterious Adventures 
collection. Together with co-author and friend Wherner Barnes he 
increased the total number of titles in the series to 11. In 
chronological order, they were Escape from Pulsar 7, Circus, The 
Feasibility Experiment, The Wizard of Akyrz, Perseus and Andromeda, 
Ten Little Indians and Waxworks. By the end of 1983 he had 
converted his original Mysterious Adventures games to the new 
formats and included graphics, albeit of a basic standard. He told 
Home Computing Weekly “it seems to be what the new market 
wants, but [including graphics] must not be at the expense of the 
plot.” 
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[The Sorcerer Of Claymorgue Castle] A trademark fantasy yarn from 
Scott Adams. You pay Beanwick, a wizards apprentice tasked with 
stealing the stars of power from the evil Vileeroth. Claymorgue isa 
cracking conversion from Brian, and a popular title for Adventure 
International - one of their most recognisable adventures. 





---TELL ME WHAT TO DO * DROP ABE 
—---TELL ME WHAT TO DO ¥ GO STUMP 
—---TELL ME WHAT TO BDO *¥ DROP FRUIT 
—-—-TELL ME WHAT TO DO ¥ DROP Of 
—--TELL ME WHAT TO DO ¥Y GET AE 

I don*t see it here 

-—-—-TELL ME WHAT TO BO *F GET LAMP 
--—-TELL ME WHAT TO DO * RUB LAMP 


A glowing Genie appears, drops something, 
en Vanishes. 


Hit <ENTER? 





[Adventureland] Adventureland is the first game from Adventure 
International UK to use Brian's port of Scott Adams’ adventure 
interpreter to British hardware. It's the archetypal classic adventure 
of dragons, mazes, magic carpets, lamps and treasure. 


THE ADVENTURE 


[Gremlins] This licence was a coup for Mike Woodroffe, and Brian 
didn't let him down with this humorous and enjoyable adaptation. 
It's not the most taxing of games, but that’s a positive, allowing the 
novice to find ways of disposing of the gruesome critters. 





[Escape from Pulsar 7] Brian, alongside Wherner Barners created 
Pulsar 7 named after the freighter upon which the game is set. It's 
returning from an exploratory mission complete with a mysterious 
alien on board. A little cliched, perhaps, but Pulsar is fast-paced, and 
programmed with Brian's usual attention to detail. 


T*'m in a Derelict Warehouse 
Things IT can see: 


Rotting Crates —- Coil of Rope —- 
EXITS: WORTH 


o.K. 

—-—--HHAT ANMOW 7 H 

o.K. 

—---HHAT WOW 7 5 

ee 

——-—-HHAT NAOH F* EXAMINE CRATES 
oO.k 

I see something ! 

———-WHAT HOW FY GET CANDLE 

o.K 


oo nat NOH ? EXAMINE CRATES 


I see somethin i 
-—-—-WHAT NWMOH F 





[Ten Little Indians] Tenth in the Mysterious Adventure series, Ten 
Little Indians is one of the best, with a terrifically tense opening set- 
piece and a thrilling plot, seeing the player hunt down ten small gold 
figurines, stashed away by the late Major Johnston-Smythe. 


You are in the Castle Courtyard. You 
see: 


Much. Hill Scarlet. Battlements. Main 
Gates with Fortcullis up. Two doors. 


You are free. You can hear the sound of 
wel hi ee 1 Soldiers. In the excitement the 
alls into the dungeon. 
AT NOH 7 GO DoOoR 
ee ee 





[Robin of Sherwood] Brian was getting into his stride in the final year 
of AIUK. Robin of Sherwood was a tour-de-force of his writing talent 
and Teoman Irmak's terrific artwork. A fun game, superbly written 
and atmospheric, with an imaginative plot. 
















As well as the mail-order service he was running for his adventures, 
he also found time with help from his family to run a computer shop. 
Sister-in-law Sue Brookhouse and mother-in-law Jean Brookhouse 
both mucked in running the administration of Digital Fantasia and 
helped manage the micro-retailing business. The sheer weight of 
work meant that he needed a publishing partner for Digital Fantasia 
and signed a royalty deal with Channel 8. They re-released the 
games, with new cover artwork on the Spectrum and Commodore. 


Even though he'd always planned to improve on the basic engine, his 
workload got the better of him and he never had chance to 
implement several new features he talked about, such as a full 
sentence parser, or support for 128K machines. It was a problem that 
seemed to beset the majority of the adventures around the time, a 
constraint on text was the main issue. Howarth didn't have access to 
advanced compression systems as seen in Level 9’s A-Code so his 
games were always less verbose. The situation was clear, “Perhaps I 
could have fleshed things out more, [... but] increasing the verbosity 
[...] had only limited appeal, [and] it seemed like the only games that 
were selling were those with graphics, so I basically put all my efforts 
into satisfying that need." 


He planned further adventures in the series, Midwinter [set in a post- 
ice age Earth], After the Fire [playing a survivor of a nuclear 
holocaust], Beyond the Infinite, Through the Enchanted Mirror. 
Midwinter and After The Fire were continuations of the Mysterious 
Adventures series. He never moved further from ideas for stories and 
Fantasia in the end ran into financial problems, with Brian never 


really getting to grips with running a company. The mismanagement 


of cash-flow meant that it ran out of funds and went into 
receivership in December of 1984. 


In February 1985 Brian decided to become a full-time employee of 






AIUK. The growing demand for adventures was outstripping even 
Scott Adams’ renowned productivity, and Brian was drafted in to lead 
their new programming team. The obvious candidates to 
immediately bolster AIUK’'s catalogue were Brian's own games, but 
there was some dispute with Channel 8 over the rights to the 
adventures. Fortunately, the legalities were resolved in March when 
the two parties came to an agreement. Woodroffe told Micro 
Adventurer magazine that he had come to an understanding with 
John Williams of Channel 8 and purchased the licencing “for all 
current and future machines excluding those made by Tandy and the 
Sord.” 


With the Scott Adams’ Questprobe and Howarth's Mysterious 
Adventures series expanding their inventory, Mike looked to obtain 
licences for existing IP in order to open the market and gain extra 
publicity for new games. From a tentative enquiry with a US firm he 
was able to secure the rights to the film Gremlins, and at the same 
time was offered Robin of Sherwood - a popular TV series based 
upon the books by Richard Carpenter. He snapped up both. Gremlins 
became AIUK'’s biggest selling title, outstripping its nearest 
competitor by a ratio of 2-1in sales. Gremlins was one of Howarth’'s 
best games, with slick programming, a great story and some of the 
best graphics [with animations] from Irmak in any adventure to date. 
I'm not sure there are many adventure fans that don't recall blending 
a gremlin, cooking one in a microwave, and attempting more 
elaborate ways to kill the little Japanese rotters. 


After Robin of Sherwood, another terrific game, several more 
licenced titles followed, including the Ian Livingstone and Steve 
Jackson Fighting Fantasy books, and an adventure about a granny 
who gets super powers when eating oat meal - TV's Super Gran for 
Tynesoft. Brian programmed new versions of Savage Island on the 
Commodore C16 and Plus/4 for Tynesoft, and a short budget 
adventure called Lone Survivor for their Value-For-Money label. He 
eventually felt burnt out towards the end of the 80s, and left the 
games industry completing 3D arcade adventure Theme Park 
Mystery and RPG Heroes of the Lance in 1988. 


He pursued a job opportunity with Cinemaware in July of 1990 and 
jumped at the chance to work with them, emigrating to the US and 
bringing the curtain down on a short, but highly prolific adventuring 
career. A career that for us, the players, was disappointingly cut short 
just as Brain was reaching the pinnacle of his craft, both in terms of 
writing and the application of technology. We are left to wonder 
where he and Irmak may have taken us in the continuation of the 
Mysterious Adventures series. 
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All of this comes in a chapter called “Different Visions 
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The Quill, Acheton and The Boggit are three that I noticed 
are name checked. The best British coverage is dedicated 
to Magnetic Scrolls and Level 9 — perhaps because these 
companies were the most-Infocom like? Who knows? 
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Passages is clearly presented in a neat typeface, witha 
beautifully understated cover, but inside is devoid of any 
illustrations or graphics from the games at all. At times it’s 
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interest in its pages. 
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The Atari Video Computer System” are well worth 
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timer, and Synchrony, a series of creative demo parties. 
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powered by Hugh's parser and written on his ageing TRS-80. 
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January 1984 when Sir Clive Sinclair presented the new Sinclair QL 
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[...] It was because they were free. Because Clive Sinclair who was a 
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way that other people couldn't see the future. What he was really 
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handle the details. He would get very obsessed with things. On the 
QL he was completely obsessed with the Microdrives, and I kept 
saying to him that the Microdrives were crap - can't I have a 5 1/2” 
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you'd just lost ten hours of work. 
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was always a popular topic for industry discussion, and was 
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warfare when Curry setup Acorn Computers to rival Sir Clive’s 
Sinclair Research. Micro Men showed Clive Sinclair's obsession with 
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and its games — a frivolous sideshow to his real business. One scene, 
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games, everywhere I go, games. This is what my lifetime of 

Yel abtcatccsaalcyqh@mat-lsMol-1-) ale aslo he ker-1o mcomm G@Luic-moyhaXel(-Wh emuatcmaat-haMy'sate) 

Joy colores ahantgoleme(-1arey-1 make! .ahalem 1/411 h ae 


[...] Clive was very much a hardware person, and I was a software 
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1/2" floppy disk it would have been the most successful computer ever 
iqat-\ol—wam M.<~) ol arc: high ale ml Cole) .amr-llmdal-t-m ol-coyolK-mitc-Valmeceyaqielentsyecmhamdal-yng 
oyun lex-\ar- Wate Mm qko) Mm Conic-Mmdal-yimiic-Valmecoyqalolbic-y ccmuat- hime (om (ole\-me aibimdal- Laie ts 
Obit (Mar hao Ml ql -Movoy bl (oMy-\-mojdq-yaudauhalet-mdat-lal Mevolbl(olaMmam- hale mdql-1acmanal<e 
Orca Whalht Amn al-Mu'c mop aat-voy al-Mu salon Moreh l(c mero) bbalmey aM hm Mal-t-1el-1em vol e\-) 
taken out for dinner one night, I knew that Clive was always there for 
me. Clive gave us a whole pile of QLs, and so we used them to 
develop the game. We were just focused, we'll do a QL game [...] and 
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utilities simply The System. It was text-based, akin to TADS or 
INFORM today, where the databases of objects, rooms, NPCs and 
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Ambiguous Metacode — or ELTHAM for short. It was an audacious 
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teenagers. Anita is adamant that age wasn't a restriction or barrier, 
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[Opposite] Princes, Princesses, Devils, 
Wizards and surreal characters of 
Kervonia adorned a beautiful poster 
included with The Pawn. 


QL PAWN 
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a bit later, because we couldn't afford to, but it was seen asa 
company between me, Hugh and Ken. 
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new Firebird label. 
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mine. It came about because of a character called Jez San. Jez wasa 
friend of ours, since everyone was a friend of everyone's back then, 
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demo of [The Pawn] on the QL. He was bright enough to realise we 
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Scrolls. Atari showcased the ST at the Consumer Electronics Show in 
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same 68000 chipset as the QL, but with 512K of RAM, superior 
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floppy disk drive. 


[The ST] became our focus. Of course, with the STs came the 
(ong \e) qu Kote M at- hed al-y qed at-have(-vomdq-Wat-labhg-Mo)mlojbbdmer-Vaq\- May daniel all 

fo alephat-lintmir(-1 doe folhale mom ol-mi-p atonal \tar-lontcyauabia-te-halemdalcvaMmdat-yig 
oX=Yor-haqX-mc-yam-Halemene-Nelahiom-leohi¢-valabhg-tMmil(-Mat-lomcome(-\ilepaMmeny-i¢ 
interfaces, and that became quite fun, I got into that. The way that 
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Rob jotted his extensive ideas onto reams of Al sized paper and took 
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puzzle ideas. 
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occasionally. It was their idea, and their game. 
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Tony's heart wasn't in it. When there's a whole group of young 
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The Pawn, released in 1986, was set in mythical Kerovnia, a world in 
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kidnapped princesses, useless princes, sub-plots, dragons, hobbits, 
trowels and, bizarrely, a character called Jerry Lee Lewis whom you 
bribed with beer. 
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Despite its gravitas, The Pawn remained a flawed adventure, and felt 
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The Pawn was a monster hit for Rainbird - it made the label. It 
received rave reviews across the press, with Keith Campbell 
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It received a staggering 10 releases across home computers available 
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Pawn was set in a time-honoured fantasy world, complete with an 
oddball cast of characters. It debuted Hugh Steers’ sophisticated 
parser and Geoff Quilley’s jaw-dropping images. 
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[The Guild of Theives] Following up from The Pawn, Magnetic Scrolls 
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Rainbird threw their marketing nous and muscles behind the 
physical product, creating packaging that was worthy of the game. 
Their luxurious oversized blue boxes dominated retail shelves, and 
included a gameplay guide, poster and encoded clue book. There was 
also “A Tale of Kerovnia’", a stage-setting novella written by Anita's 
sister Georgina. 


We wanted to have stuff in the boxes, the extras, a reason why you 
buy them rather than rip off a copy from next door. We produced the 
stuff under budget guidance from Tony, but he agreed with us that 
we needed things in the box. These were games that were selling for 
£25, they weren't cheap. [Today] they do YouTube videos of unboxing 
experiences, but it felt very instinctual at that point. If someone has 
paid £25, that was a lot of money, you want them to go home with 
more than just a disk. 


The accolades for the game flooded in, including the C&6VG Golden 
Joystick Award for Best Adventure, and Adventure Game of the Year 
from Crash Magazine. The acclaim transcended the Channel and 
Atlantic, winning The Golden Tilt award from the leading French 
games magazine, and awards from the German magazines Happy 
Computer and 64’er. 


It was the poster boy, the killer app, and delivered Infocom-beating 
technology — matching their sophisticated parser, but adding a 


larger game world and jaw-dropping graphics. It was a true British 
game changer. 


Yes, but everything was a game changer. At that moment every 
single game that came out had something new and different that 
another game hadn't had. I don't really follow the games market that 
much, but when I do, they seem to be a better version of the game 
that came before. Whereas in those days, completely new ideas for 
games were coming out all of the time. It was amazing to watch. 

[...] Imever really thought of a continental divide, I just think of the 
world. The Germans loved our games for instance. Even now there 
are German websites dedicated to Magnetic Scrolls. You wouldn't 
have thought an English text based adventure game would become a 
cult thing in Germany. We did think at one point of translation 
though we didn't do that — it would have been relatively easy for us 
to do different languages. 


The game's reception in the press and at the CES shows didn't phase, 
nor surprise Anita. She was a rare commodity, a supremely articulate 
operator, who handled the demands of fronting the industry's hottest 
property with aplomb. 


I've always had a very large head, so it wasn't much of a surprise, 
because I assumed we were going to be phenomenally successful. 
Anyone that knows me will just nod wisely with that statement. 
Everything I do in my life I assume is going to be tremendously 
successful. That's part of being an optimistic person. 


[...] You have to remember Ken and Hugh were terribly young, and for 
them it was more difficult to pick up the phone and make calls. It was 
only because of my personality being the way it was we could make 
the phone calls — you know, [someone said] we've got to meet this 
character called Tony Rainbird — five minutes later I was on the 
phone to him. You can imagine that's a tricky thing, but I was full of 
confidence. In some sense Magnetic Scrolls came together because 
of me. 


People like Ken who had a place at a University, and a very good 
University left to work with me at Magnetic Scrolls. That was a huge 
leap of faith. Hugh who went off to Bristol, worked every hour 
outside of University at Magnetic Scrolls. We had a great little team, 
and we've worked together ever since on and off. When you have a 
bonding experience like Magnetic Scrolls, at the end of it you're 
going to hate each other or always going to talk to each other. 


Anita's business acumen and drive kept The Pawn in the news. Her 
influence over journalists meant magazine after magazine were 
queuing up to dedicate plenty of print runs to the game, and to the 
lady herself. Jimmy Maher commented “But graphics were just one 
of The Pawn’s not-so-secret weapons, the other being the potent 
comeliness of Ms. Anita Sinclair. The British press, who had the most 
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regular access to Anita and her charms, were the most smitten.” It 
was the obvious move, but also a clever one, that Anita became the 
face of Magnetic Scrolls. 


[...] I knew how business worked. I think if you'd met the three of us 
at that moment it would have been apparent to you who should be 
the front of the company. It wouldn't be true today. It was also quite 
sad, at one point I was getting all these interviews at the time, and I 
made the absolute decision to have Hugh give an interview. When 
the guy came down he spoke to Hugh for 55 minutes and me for 
about five minutes, but when he wrote the article he never 
mentioned Hugh's name. I felt bad about that, when they talked 
about Anita Sinclair's parser it really wasn't my parser. If they sat me 
down with the code I'd have no idea how it worked. I felt that Hugh 
and Ken should be sharing the limelight, but the journalists didn't see 
it that way, and I can understand that now. From a PR perspective 
Anita was a more interesting story than Hugh. 


It's a difficult subject to broach. There's no doubting Anita's 
attraction, especially for magazine journalists used to interviewing a 
procession of stereotypical male programmers. 


Exactly, whereas I was a bit more glamorous. I completely 
understand that, and it worked to my advantage. We got loads and 
loads and loads of press. We got so much press. And we wouldn't 
have got that press if it wasn't for me being female, and a little bit 
glamorous. I didn't set off thinking, oh, I'm female, I never played 
that side of myself up, quite deliberately. That wasn't in my mind, but 
in hindsight, looking back, of course they were interested in me 
because the alternative wasn't as interesting in a magazine. I was 
who I was, and was someone that was fascinated with computers and 
that shone through. Even now, god knows how many years later, the 
first thing I do when I get up is start programming. I'm still as 
obsessed today as I was then. 


More was to come. Rainbird had entered into a multi-product 
contract with Magnetic Scrolls, and they were Keen to maintain the 
momentum with more games. Tony Rainbird explained to Retro 
Gamer magazine, “The development costs for The Pawn were too 
high for a single product, and it was always going to be the case that 
the subsequent adventures using the same system would be cheaper 
to produce.” 


Their next title, The Guild of Thieves was well into production during 
The Pawn’s public relations campaign, and the team had started to 
expand to accommodate the development of multiple games. Anita 
had around 12 full-time staff, split between programming and art, 
with 4 freelance writers at her disposal. 


Someone had to make them tea. We got to the stage where we could 
no longer do anything, there was no time left. I'd have much 
preferred if it would have stayed me, Hugh and Ken in a room, but 
you can't when a company grows. 


Guild's plot and puzzles were astonishingly written in a single 
afternoon in the pub by Rob. He'd phoned Ken and Anita about doing 
another scenario, and argued to deviate from their original request 
for another fantasy game. They compromised on another story set in 
Kervonia about a wannabe amateur burglar and his attempts to 
become a fully fledging member of the professional Guild. 


Whereas The Pawn stretched surrealism and convoluted solutions, 
Guild was a more straight-forward old-school adventure with its 
emphasis on logical puzzles, treasure hunting and simpler character 
interaction. 


The Guild of Thieves which was the next one, that I think is the much 
better game. It’s amore rounded game designed by Rob from scratch. 
[...] We added puzzles, Iadded a couple, everyone did. The game was 
much more rounded. I'm very fond of The Pawn, but as a game it 
doesn't necessary play as well as Guild does. 


Quilley was on hand again to produce the artwork, with Tristan 
Humphries aiding the conversion to other formats. The graphics 
were exquisite, in many cases excelling above the quality set by The 
Pawn. Keith Campbell in Commodore User was impressed: “[The 


Magnetic Scrolls followed Infocom’'s lead and 
included a range of “feelies" in its packaging - 
items that enhanced the gameplay and 
atmosphere of a game by bridging the 
physical and digital world. 
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graphics] make even those of The Pawn look crude in comparison. [... 
] Many pictures have infinitely more detail.” 


Jinxter was next - Scroll’s answer to Infocom’'s Enchanter, with 
Anita's sister Georgina providing some of the back story and text for 
the included novella. 


She did. None of us could really write and Rob was off at University. 
We needed people that could write. My sister is a historian, and she 
could write. We used her, Michael Bywater and various people that 
could write. They didn't necessarily construct stories, but they could 
turn programmer ideas into the written word. She worked on an 
early version of Jinxter and the first draft of the novella that came 
with. 


Jinxter was well named. Its protracted development and a rumoured 
disagreement between Anita and Georgina led to much of the early 
plot being reworked. Georgina’'s drafts were polished and re-factored 
by Bywater, who with a limited amount of time before the game's 
expected release had to crowbar his changes into pre-existing data 
structures and puzzles. 


As Jinxter was in the throes of final development, Rob Steggles got 
his wish to move away from fantasy worlds, and returned to write 
Corruption, a story of dodgy finances and underhand dealings in the 
City of London. He'd only contracted Anita and Ken for a job 
reference but was asked to come and work for them full-time in their 
new Offices, located near London Bridge. “I thought it was now time 
to branch out into a different genre and I settled on the idea ofa 
thriller set in the City of London [and] Ken and Anita liked the idea" 
he told Lavventura é l'avventura. 


Corruption was a hugely underrated adventure, taking around nine 
months to complete. With its adult themes Anita hoped that it would 
appeal to a wider, and more mature audience. Jimmy Maher sums up 
the game, “Steggles captured the zeitgeist in a bottle. This being the 
height of Margaret Thatcher's remade and remodelled, hyper- 
capitalistic Britain.” It was very well received when published, and it 
went on to win the prestigious Personal Computer World (PCW) 
Game of the Year award. Unfortunately, despite it’s recognition, sales 
were poor, and there was a state of diminishing returns for text 
adventure games. Corruption had a particularly low profile launch, 
and the industry had passed the peak in adventure sales. Some even 
speculated that The Pawn had been the peak of the market. 


No, well, I don't really remember. I was having conversations with 
people about doing other sorts of games. I was talking to David 
Braben about doing a combination adventure, a 3D sort of adventure 
game, very much like a first-person adventure that you get now. 
Portal for example, that sort of game. David doing the 3D, us doing 
the game engine. Its a shame that they were in Cambridge. If they 
were in London we would have done a game together. 50 miles was a 
long way without the internet. [In the end] we could see the writing 
was on the wall, which it was. 


Fish! was Magnetic Scrolls’ final release with Rainbird, and fell victim 
to the disintegration of the publishing relationship between the two 
entities. BT had put Telecomsoft up for sale, and Tony Rainbird 
decided that his future was elsewhere, leaving in the run up to the 
announcement to pursue his own business interests. 


His departure affected both Magnetic Scrolls and fellow adventure 
stable-mate Level 9. Tony it seemed was the games-guy at the 
company, someone that had a grounding in the industry, anda 
passion for games beyond a spreadsheet and a product list. It was a 
common occurrence in the fast-changing industry in the mid to late 
80s, as the move away from the hobbyist morphed into the “shifting 
boxes” corporate mentality of the onrushing 90s. Level 9’s contract 
was terminated by mutual agreement, but Anita attempted to sit out 
the storm. 


[Tony leaving was] A huge blow to us, really. He came to work with us 
for a while, but then went and started a new company. He was a 
fantastic publisher for us, but he couldn't work inside the 
[Telecomsoft] system and we couldn't either. He really understood 
the market, and he was a really good publisher. It was a shame when 


he left. 


Eventually Microprose purchased Telecomsoft, and the Silverbird, 
Firebird and Rainbird labels - including the rights to Magnetic Scrolls 
games. It created one of the biggest UK based software companies, 
and should have heralded a new era of investment and promotion for 
Anita, Ken, Hugh and the team. After the mismanagement of the 
Scrolls games in the run up to the acquisition there was 
understandable trepidation from Sinclair who argued Microprose 
may not have the legal rights to their games. “Microprose are a very 
competent organisation” Anita told ACE Magazine in the autumn of 
1989, “we are ready to discuss the situation at any time. [...] For the 
last four months we've been in complete turmoil and have suffered 
serious losses as a result. Our products were not properly distributed, 
during this time and Fish! in particular was badly affected.” 


The unease continued, and Scrolls disappeared from the press radar 
as Ken and team retired ELTHAM and worked on a brand new 
adventure engine. Anita and Microprose were awkward bedfellows. 
The unhappy marriage came to an end in January 1990 when Anita 
signed a deal with Nick Alexander of Virgin Mastertronic. 


Everything has its time. We could have shifted gear and done 
something radically different but we decided not to. That was 
probably a mistake. 


But the new technology from Hugh and Ken was radical. Magnetic 
Scrolls unveiled Wonderland in July, with a story by freelancer David 
Bishop and a brand new cross-platform, graphical multi-window 
interface called Magnetic Windows. Magnetic Windows offered a 
iconographic representation of available compass movements, 
objects that could be interacted with, the player's inventory, as well 
as a story window that operated as a traditional text adventure parser. 
Its innovative features were powerful - a map that drew itself as you 
explored, and added animation support for graphics. Each window 
could be resized, open, closed, and moved around on screen. 


It was a huge undertaking for such a small company with limited 
resources, and was a root and branch attempt at to change the way 
that people played text adventure games. It promoted the same 
complexity, with the usability of a GUI. It was the direct opposite 
approach of a new style of interface that had started to edge 
traditional adventure games from the market. The point and click 
revolution under LucasArts had begun, and players it seemed, 
wanted simpler interfaces, less text, and an easier way to interact 
with adventures. 


Yes, and that continues to be the case. Games have got simpler, well, 
except for the really big games. We almost certainly made the wrong 
call with that, but our publishers wanted to do it, and David Bishop 
was on the ball and the game looked really good, with animations, 
and was easier to play from a point-and-click perspective but 
without sacrificing any of the text adventure game play. It was the 
wrong call, but a shame. 


Wonderland was the last adventure from Magnetic Scrolls, its costly 
development and insufficient sales virtually bankrupt the company. 
Despite the argument that Magnetic Windows was attempting to 
reinvent the wheel, the adventure itself, loosely based on Alice in 
Wonderland was very well reviewed in the press. Keith Campbell, a 
stalwart Magnetic Scrolls [and Anita] fan, proclaimed that the game 
“had all the fine detail that has become the hallmark of Magnetic 
Scrolls", and that it was “nigh on unbeatable at the moment, I cannot 
see it being bettered for at least a couple of years.” 


Anita hoped that the system would open the genre to people who 
normally wouldn't play adventures, so they used Magnetic Windows 
to revamp their back catalogue of games for The Magnetic Scrolls 
Collection released by Virgin in 1991. Unfortunately, the tide had 
turned, and Virgin dropped them due to poor sales. They attempted 
to keep afloat by producing an RPG - a haphazard and half-hearted 
affair called The Legacy: Realm of Terror, for all people, Microprose, 
their previous nemesis. It was the end of an era and the demise of 
one of Britain's greatest software houses. But Scrolls weren't alone. 
Level 9 and Infocom had both folded, and Legend Entertainment 
setup by former Infocom staff had attempted their own [if somewhat 
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basic] reimagining of a GUI based system for adventures with 
Timequest and Gateway. By 1993 they'd deserted text adventures too. 


Also remember that people were changing their computers, so 
things were evolving so fast that we couldn't Keep up. We might have 
if we had raised a pile of money and gone in a different way, but that 
wasn't what Magnetic Scrolls was about, it just wasn't us. It was the 
beauty of having your own business, the mistakes were yours to 
make. 


So we are left wondering what could have been, especially for games 
that would never be released - the looking-glass follow-up to 
Wonderland, and a game that magazines wrongly reported as being 
Corruption’s working title - Upon Westminster Bridge. 
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It was my game. I just didn't have the time to finish it. I was running 
around doing everything else. Every time I sat down to write it there 
was another crisis to solve. Programming is a very solitary activity. 
To program you need to have nothing else on your mind, and at that 
time I was just running around fighting fires and I couldn't write. It’s 
areal shame, because It was going to be an Anita game, which was 
different to other games. I don't really remember much about it to be 
honest. In those days I never made notes. It had a murder mystery 
element, and had a mechanism of playing by many people's 
perspectives simultaneously, so was quite interesting. [...] I wrote this 
code around non-playing characters that was super intelligent and 
in fact an entire language to program them in. I can remember 
pieces of the coding, but not the story. As I say, I just had no time to 
do it. 


The Magnetic Scrolls IP now resides with Strand Games, setup by 
Hugh Steers and Stefan Meier, and supported by the original 
members of the team, including Anita, Ken Gordon, Rob Steggles and 
Servan Keondjian. 


Hugh is currently re-releasing the games [and] I'm terribly pleased 
about. It is nice that the games are still there and people still 
remember them. They were a little slice of life, and a good slice of 
life. [The new games] are amazing. It's better to play the original, but 
given 99.99% percent can't do that, given the fact you can now get 
one from the Appstore and play it is excellent. If Hugh can find a way 
of creating the world of text adventure beyond just releasing our 
games, he could open up a world that people could really enjoy 
playing. I played a pre-release version of The Pawn, and even though 
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I know that game inside out I was shocked at how long it took 
to play it. Hugh has ideas about a way of playing text 
adventures on mobile, and I hope he can realise it, and it'll be 
good if he can. If we can get the mobile generation interested 
in text adventures they'll appreciate it, because most apps are 
pretty mindless, and it would be nice to have something to get 
your teeth into. 


I think Hugh told me that Rob Steggles is around and they 
might write a game together again which will be fantastic. I 
think that's amazing. Hugh will do a great job. I wonder 
whether Hugh, Ken and I should lock ourselves in room and 
come up with something new 
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Pen and Width were based on relatively unknown source material at 
the time. Given Carne’s extensive literacy agency contacts, the 
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Campbell, without any input from the author, coded the game using 
his TRS-80, and then translated it to the flavour of BASIC on each 
home computer that Carne had asKed to be supported. Mosaic 
published versions for the BBC, Spectrum and C64. A complete 
version for the Dragon 32 was never released, and Campbell had to 
rework the Commodore game after it had been badly programmed 
by a University Student. Keith told Gunness, “Vicky sent me the tape 
and asked me to test it out. It did not work in a big way - it was 
absolutely unplayable! I started off trying to debug it, but the 
unknown student had made such a mess, that I decided it would far 
easier to start again from scratch. In the end it was the best version.” 


As with The Hobbit, both games were bundled with the books [or 
extracts] they were based upon, and Carne coined the phrase 
“Bookware", creating a whole new category of game publishing. She 
told Paul Drury of Retro Gamer Magazine “We had hard and soft 
ware, so I thought bookware was a good description of what we were 
doing.” It was a logical step. Melbourne House through their 
licencing agreement had been obliged to include a copy of Tolkien's 
novel, but for Carne it was a good compromise and a chance to 
bridge the markets. 


It was only really going to appeal to someone who liked games - or 
they'd just buy the book. It seemed logical to include the story. 


It was a model that began to attract the attempt of more traditional 
book publishing companies, seeing it as a valid way of breaking into 
the games industry. Puffin, Penguin and Hodder & Stoughton in 
Britain all muscled in on Mosaic’s territory. Book lovers were treated 
to home computer versions of James Herbert's The Rats [Five Ways 
Software, 1985], Joe Dever and Gary Chalk's Lone Wolf series [Five 
Ways Software, 1984], Ian Livingstone and Steve Jackson's Warlock of 
Firetop Mountain [Crystal Computing, 1984], Jeffrey Archer's Nota 
Penny More, Not a Penny Less [Domark, 1987], JM Barrie's Peter Pan 
[Soft Option, 1984] and many others. 
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Sales were encouraging, buoyed by Mosaic putting Pen and The Dark 
into WH Smith's Book Club; a monthly mail-order bookseller where 
exposure in their special selection feature [Which,by default was 
mailed to members if no other choice was made] guaranteed a good 
level of business. 


When Book Club Associates [BCA] set.up their computer game lists, 
they captured a very large market — indeed [they] were probably 
responsible for increasing the market. Some other game publishers 
at the time who had come through Webster's [the prime distributor of 
computer games in Britain before Centresoft] knew of this route to 
market games. [...] Given sales in the UK of even a best-seller were 
likely to be only a few thousand in the early days, having a game 
featured by BCA was an enormous boost. I'm afraid I can't remember 
any actual numbers, but it made many thousands of pounds 
difference. 


For Mosaic's next series of licenced games, Vicky turned to another 
contact she’d made during her journey working her way into the 
industry. She employed the services of respected British adventure 
developer Level 9, having being introduced to Mike and Pete Austin 
via her PR agent Joe Lang. He’d met the brothers whilst working with 
Lynx computers, a niche machine that Level 9 supported with some 
of their earlier games. 


The first title that they attempted together was The Saga of Erik The 
Viking, taken from the book by former Monty Python Terry Jones. 
Jones’ tale told of Erik, a Viking warrior who with the crew of his 
ship, the Golden Dragon, set sail to find “the land where the sun goes 
at night”. With illumination from Michael Foreman’'s wonderful 
illustrations, Jones proved adept at turning his hand from surreal 
adult comedy to children's literature, winning the Children's Book 
Award in the process. 


It was fertile source material for the Austin's creative imagination, 
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book, now play the game!" Mosaic's first “bookware" release was 
entrusted to Keith Campbell, C&6VG's respected adventure reviewer 
who delivered a short, unsophisticated, but enjoyable Sci-Fi romp. 
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fo} mad aX=m ololo) .qus aXo) ar- We d-10=] (uh ale Moymd alumi ce) aaa K-saa}auloya-smcel (em sKoyaal= 
Groyaayolehc=y an'\\(=1-).d iam ol Cc hyanale medal-mer-haalcmmoatc-sals molovamm.cavo)i\m\sat-hmcmeleyhatel 
to happen next.” 


Despite being a title from such a well-known author and successful 
SolUh corso d al =More}s1 mo} bKet=y aleshale Moy mdat=m ole) obit Nau Nmn)\c-ljammecos-1 a olgovanloyhenta= 
Ko) m@r- ba ale 


No -— that is, we were very small, the market was very small, so we 
(ohtokaMmeoyni-yquaqhelela Menta’ (hime) m@-Nau-lonic-haler-Mim conic. liul-t mm Os anal. Wagt: bss 
market grew up for selling games, the sums weren't going to be large! 


/aWA0M o}-lo(-molele).d(-1mecoyale-bhabnalem-» coi golecmacolagmd al-molele).aaiic-kmolebatel(-r6l 
Vand alad al-mer-haalmm kant \c- KU R10 r-bow- Ws abba har-balomelnel—mololo) qm ac-idal-)andat-namce 

10) <ontc=mr- Wats) dey- hahaa: Kecero)Uhahaoymmdal-malont(-] em Kolsanalomolehaaako)d-m-lelolonal=val.@ 
his friends and his enemies, read the extracts” teased the 
ibaksju qb leiuleyal-mmnycolom aat- hi manele mr-Wioa))\ael Lol 1m ald al-s\om o}-le (md at-lan yall @akcige 
pi Lolo myo) Wicomd alomer- ba alma tal qai\c tome mer-Baatomeat-laleycolelesanm\anda Whar bal 

1UhaX=>.4 ol-1ei K-10 Mr-NU Lo b=) aex—pmr- owe a at: baht arcy- hy VapAecm ere) ahtcsalmr-lMel-luar(-sanalem-nal 
shqqholeyac-hahm-ye hb Ker-1eko)at- lm e)'e 0) coleib lel ami. brergomaVeat(-salabnd-sapaat-\er-VAnalomiie- bs 
one of the first to hint at this benefit. “Erik is one of the few adventure 
games that not only entertains, but educates as well, as it is very 
likely to stimulate further interest in the Vikings.” 


[The educational angle was] almost by accident, yes. [...] Erik the 
Viking was taken up by many schools for some of the earliest 
foros gah olbic=y a ey-Fy-ro mM (<t-Naqunalem 


Vicky commented further to Retro Gamer, that “[it was] reviewed in 
Toh b Ket-hako) ar-\@qat-\et-VAbal=t-yare bksvoib E-Scyh aXe MG am -> connanave mich) AM ROR c-Kow ola nate 
1UEST<Yo Mahalo (=yolepa-he) ahiamabisivola'a-nalemerosaaheleit-)aic-t-lelabnale ml 


Despite its more simplistic text [The Austin’s envisaged younger 
players from aged 8 upwards] the game was well received, with Micro 
Adventurer saying it’s graphics were “arguably the most impressive 
Walomr- head a=) aha lomc(er-yal=1m com at-hic-m-} 0) 0l=t-Na-1e molal- ms) ol-\e1sabbaam-\ohtc-sahauea-mm 
|5aKeod ak- 046 il ag @Ler- Mo) msyh aloit- Wha Ol\-) an) \¢-salar- Muhad(mabeadal-y amu i-atc-] mo mer-haatse-8 a= 
well above the normal standard of most adventures” he reassured, 
m-Watomd qhismo} q\-m hsm qkoM =>. <or-) 0) Glo) aber-melt-sale moymal=3 coy lom-lonic-sahubhasm-nalel 
detective story”. 


jhur-lue-bhastomdalom abnanal=) aon omatosaahbat-laloyalce) @s{-11m@.eat(-salueha-mer-haai-meyi 

NRT SY b a Ox oa AG aat-ler-VAhal-¥ow oe) dtu le plolb ism ere) ce(-samulenic1u lel av aW)\t-haelsee- bale! 
late hiahake md al-mex-1K-]e}e-1¢-10 Ml aatad ale) aucit-h mesa ar-Navem come (ol ad mi celeb acwi\r-Kom- ml oleleyal 
for the publisher — and game sales - just two weeks after launch it 
Syahecy care md alm aal-y(o}ahqy osm co) omc-yamer-haal-mel at-Naccwm Mat-bal.¢-mcomdal= 

joy colenc-baahaqbhalem=».qe\-saeks\-m eo) coyialel-1om oy} mn-a1(-]mcpe-nalomdal-molovar-loylbhqimeyl 
their A-Code engine, Erik received the widest distribution ofa 
Mosaic release to-date. 


PaUcosate mi Vand alm Udlohdamoymdal-mU'(oyalemmadat-niar-Volo(=10ma' om Gros aahaatoleko)c-mormosalays 
titles to the catalogue, both developed by Shards Software: The 
Stainless Steel Rat Saves The World, based on the novel by Harry 

liek ghsyoyqvar- balou Malom\\(o)aat-(o mo) my Mi gat-mr-\ol-)e)(-10m sgo)aall Blo at-l-1m\/ Kole) qetolel ats 
famous Oswald Bastable stories. Both shipped in oversized boxes 

s Vaid qlee) o}(=\smoymnd aX-ms aXoyi(-1 be) a =>.40 ¢-Voecmhalsy(o(-mdal=m oy-lel.¢-lephalem 


(OF Va alomat-lo mao) )\im ophal-rom- Moncey) \ahalem-1eic-molmiceyaat-samolt-vAhalem-Mmuc-ll@bamudal= 
LOK siahetsialer-haahhalemnaloheksieqiam hun \c-tmahqabatem xo) ala\-yanal-> qunend(-6 atom iiebs 
(oxo) qhe-Koat=1oml ey) mov al-moymdal-maakes-anhanalenic-luhtccm-balomolo)olble-bar-lohiccsalaonds 
game creators, headed by the mysterious “Game Mistresses” of St. 
Brides. The ladies penned The Snow Queen, a Quill’ed adventure 

ley Fs=1o Mb holovaMdal=mcaiaaalololalomr-bhatat-l(-m hima k- balsa Gy ah aisjar-baW.Walek-ses1o) am ht 
Vcc bowr- Wm Oke fated alct-baccromer-haal-mmdalololedamdal-mcicola’acy-1-raal-rom-Mmenud(-mer-hg.cas am 





BOURWARE 





oli Coy \ahale M-Me pb duci-1-) .@haem Comct-Nic-m alt=) alos coldal-yar-NA-s al atom \e-bmero}aaby oltre! 
[ofo) ahale mbahvom- We) ce).ccsamanc-Vepaal-salm@moym- ml (ole).cnalemeit- ttm at-hasat-(om el-t-74) 
felo} aby olc-rom eh mdalomel-aale 


NG Mor. vaWc-)|Micolb mime al-\and al-\imerola lam coll lelamagosamm mdalbal qmba-lr-halom-hatel 
=) aha bce Me r-Waql-m com Colo) @-hur-balem'\c-B-leng-\-m com olbloltkam iam Mm al-aic-yamaqt-imdal-yaal 
as far as I can remember. 


hub aqXosa=mc1uc- bles ahtenkoyayic-haem-lohtc-sqlqued-we- bale .q-(-jopnalembamehal-m\aieamdal= 
source was aimed more at younger players. It also featured a female 
je) Co) e-Le (oy abe] om @1-3 cor- Ma at-1mo)amolecer-ksloyalar-(om-maquhalomeymal-)qe)i'sae 
IWeNak-banalomoy.qe)t-bhal=romhecw- ho) el-t-lmcomsyhaQelt-bh al Ol\-) aume a-ydal-lelome phd (w- Bas 
yaa oy- bag: tsi -1e m= 1 ofeohame)(-hyahalemy4-he)ehtmer-baal-tMrs) alow- been bl =\o Mav\yKol-t- Nome} ater 
Ne r-bnambaXelsexe(=1om-balr-lopaleker-voii(-1 ¢-so)a meymdaX-m-1ce) aiauha malcom oy-lel.c-lephalep 
FWalommaat-\olsmerelolema=i-34-sqler-m Comm ko) mabealecm-halomellel=\:tiom- lm al-t-Lar- hae! 

SUL on carat AVCom ie: WMO) asa Kero bha-lephale m.aleksmcoma-r-\o mm Mal-yiaat-lomolt-habal-1omce 
make it a series of tie-ins with St Brides at the helm, but Raffles and 
Alice — the two follow-ups to The Snow Queen never materialised. 


Faas) ae ot at ae bale Mw alms) alo) O15 (-\-7 emer bhal=io mr balmy \ahdalmicelonatem-loholuar-bate| 
family audiences, Mosaics next title would take their sales to another 
C317) Bitsy b (<a Ko) iia aksy-s aXe cw aVen a-ha Wis Ko) (=m olelo) cmos coma alomolbleluciabnate| 

Toh aksy- ha Koy qMmoyimd alow heLoLO\-Mad alo wh-ba ai mcelacs) ey meal-monaalomat-hahalem-siuhaar-liaro| 
tel (toy mon (=9 a-A0 Ms aah lsley amore) oi l-tsm Cord (oh iVakel-m-halemag-batsjt-lakosalsmhalcomele 
[ebale br-\eo t-sys M alow Uo) (-moht-hak=s-w Koll (oni i(are ma alomek-BAMmonc-Haat-Kow- hale! 

qabhst-Vohtc-s ahabea-tsMoymaVohat-habmcjeableleluhalemadancolblelam-\ekol(-\o-sqle- wham ssene- Beal 
1bhaXel-sandalomeleni{-saat-baver-moymyiVk-haer-ba-1am Mat-lcel aloe 


AVehdatndatcmer-baal-monatel-sandal-meveyalohokeico)m@-Mor-lolameym -iC-sav ae lien mmeals 

Yor Vole-huleyamoym\/Koltcmi\c-kom- mel at- hake (-mhamobhaseiuleyalsceyalololdamn-a¢-] mem-balel 

i Kol-y- Wome @) Dhani c=) ahend alow g-lobharoyar-lm-Lontc-vaidbba-maigel-lomnis-ideypale)b balm el-0 as\-) a 
Nake mbaMer-haal=maqhodueno)t-txelqlesler-mo) elute) arp) \sat-sqomd alow olt-hicosaecitci-) c16 meal = 
Si Koy ayar- ley ale ir- esi me) mo} done (yuh alaro mm oy-Ndalsw-nalomelencecesaalone 


[Mike Austin] The vision was to have interactive novels, and to aim to 
Yo) ol=r-lmcom- Mi alo(-yanaqt- ba .c-1mdat-naMmadal-molbbAl-mroval-1aht-lom-blonl—yaler-mioy 
Vomtc-yahabid-mer-haal-wam mdauial qm iutol(-e-leqabt-linta-vejel-r-licremagt-Nialhtmvomelce(-v4 
joX=xe) eo) (-mdat-hameolbiauc-Vonhaleyat-lm- hb lotl-1qle-s 


SM a= .Ubrjobatswmaqlolobunl-\omdat-sh a. ta@rolel-m-yalephal-mcom-1bhe)elolamaal= 
thaqyo)ubaker-haloyameymhahelbhem-balem @r-beal-mycohd.<-\omel(ol\-1aia-lkopaversylol-mmnoatc-) me) 
Aswad aX=mol=at(q1ko) oyaak=squmosmadak=mer-haal=m ey colendtsi:\-16 par h alo mexopaabaat=sauccromedarht 
her experience as a publisher was taken into consideration. Carne 
vo] (cl ar- holm Di qbua'mmme atm aqheliutresavoyler-miopaaqt-lapaat-lol-mhanaahecelau eae} d= 
accessible for lots of people, [...] people who wouldn't sit down and 
play an adventure game." It received a lukewarm reception from the 
ra=araleyitesm ad aX=weaat-hrey a hgiamaule-bale)bls1hiamey-baolohtahale maat-MUfol(-Mont-laim-saleal-r| 
with its text attracting specific criticism. Press and gamers were 

c bEst- 40) ofoyRantcromi\aheau -\1(-1 mc mcoy and al-yh al (lol .@oymenc-r-lUhiana)mbamdal-mer-naqk-em- have 








Se) 








PN eoloy'c-) W-WalsKohta kom: ololai Com a-vab-] mhamdat-) 
|S haaMey- baal Ores ole) 4- hake} aMce-lol-yelt-hekosameyi 
Dick Francis’ Twice Shy. 


Jabkesalbkesaiccremmdar-iunaquelelamoymdal-mc-y. aus at-(om ol-(-1amr-l.¢-samnic-ydey-henaa ma ceyaal 
1d atom efoto) .¢-mawNobaahhaccrol kad alomc-y que ice-baaheryhale mbaMcle)aa\-m o)f- (est MEct- BKe 
yA, @Oroyaaholeuehate mum oleuanhim-llm'colb iy \c-balm com c-r-Lomicmdal-mont-val-mheat-yal| 
[o)bhtabale ml clo) damelele).ccmy cole l(om-jell mevessiam (crt dat-na me abicw o}aolene- baal 
Regardless, it seemed most players disregarded their advice, and 
Ike) (=msto) Ke Maic=] (monté=) 0101001010 ere) ol-1spm oleloy-jc-1emeyia-molebavel(-meK-r-lm anda) 
@xoyaqhaakoleloyc-muar-Lanhaleluelol-rom- Mero) oan i\andaM-ai(-)qtan ala) Oiler maar. lol abbatce 
hea ice tsa d aXoml ol-ss1ersi-il bb ake mer-baal-miey alelold al Ukol<t-nlom-h atom R-a1-] Bop 


(Me fol meV abaqhoy dower md ahcoble lam a-ic-vimdat-Valmeyc-aislolenihiam oy coley-lelhtmnal 
joy-¥ aul ol-cor- hb L-Moymd al-Woye- hale m-Valo mba oy- hadi el-vor-PRY-Md aly ¢-BiU-1 ¢-mqaley a= 

j okoL =v qu ak- 1mm oleh col at. t:\-) e-Mamy M-Mm aq ley a= ollojo)(-Mat-VoMecoyaaholbit-va-MoyaMy'dqiiel al 
to play these games. 


si atom atop amer-baal-meor-baal-mi\/ql—sqleUKosst-Nlomelolc-uhal-romdal-malesalecmcom s}5\@ 
Radio series The Archers. According to Carne, the licence was 
laX=) ae)’ )\eqnloK=y- bars) aloes ay (oniccro md al-m-Jaloy)\a-balomdalolblelaiapiany'celbllom-ye)el=r-l| 
Komr- Wai \alel-sar-Lelont—sqver-mm hGn'\F-to- 1a c-balel-me)eyhabloyal- bale malet-saver-mmenhtc—yal 
that the average age of the Radio 4 listener was estimated to be 
56 years - the resultant game may not have appeared a 

(exo) qahko}ar-1e) (=m ol-co hil (oh/moymd alomonsjer-lmc-t-yal-Veromer-haalomolentanale 
market. 

1SX-FVah ale gaulate Mmda\-y4-mic-ty ama age lol ameym@-Mmer-haal-cmelenianale maat-be.cim 

1d al-yq Mm Mo M'A'(-Wa\¢-1 ¢- Woy ges-Vol-yqbhate md al-w-hojel-r-leme(-1aahalema-\tal-\ ce bale! 
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features outside the games magazines and I knew it would go 
well through BCA. 


som (<is\-s aad alome- he akssamaqbkexel(-trel(-F-}:mevey alt= ah@osmdal-m c-lenlom-yonaholacpaaal= 
fo f-WaaKomitcckome At(=1 9 e- lo} coy- Lo (= alo} avid alsin ce).c-mcoleibacyhave mo} amdal-molt-ai(-)4 
being the story editor, where decisions affected the outcomes of 
the plot. It was co-written between Carne, Level 9 and the BBC’s 
fo} ae bake lmcyorayelayisahunateme—r-baae 


A eM foy gd cro Yaid aM 'bUUbE haaoyqat-idqhen gimme atom oy cole lelet-y mova Mal-W Wael ale) 
at the time. I think he wrote some of the script. 


OF Vaqlomicliqnear-imdalom-jeqbeiqbeq-movmdal-mJalo\iami\ahdamhecmaat-bahimunatcr-ue 

i Coy aiduhalomdauacr-loksecienhcsro mdalomaqueluane)(ctrelavoKer-m-salephal-mel-a¢-1o)el=16 
Koy ay tat ae bale iV Ko) (mm ham ahagia- bale me) at-b4omcior holm aat-lol-mimeyal-mey meals 
best releases from Mosaic and Level 9, and despite the good sales 
(orth ake m- la folo) a G1iblo Mw stcYolenr-le-tmc1-1\-\e1s lo) aur-\er- bball at- lcm ol-eve) aaX-moy ale) 
of their rarer and more sought-after titles. 


Even more left-field was Mosaic's final game, an adaption of the 
BBC TV series “Yes, Prime Minister" starring Nigel Hawthorne 
and Paul Eddington. You played the Rt. Hon. James Hacker, MP 
and Prime Minister attempting to steer the “leaky ship of state 
idabgoleresau-MubngolelC=salan \cc1-) qu haMe's\(-t:10aqhbansit>) aime \yQolcr-Nlom-saahelcoyig-re mats 
services of Oxford Digital Enterprises to create the game, even 
id qkolbledalecyoatcoyg-lmer-haal=rcm olen gar-lbhjecmar-Lomsjel-(eibir-le-remdar-han)\ceya.a allo 
ie baore MosaMd atom oleluhuler-lmer-haalomcvopaal-maaloyaheatsm-r-haul=y ameyoyaaXs 
reported that a first game, Yes, Minister [a previous series where 
|e k-Yol.<csani\coyd.<-romhalmeatcmuleiuleyat-lm Di-yer-bauaq(-salmolmaCenaahbaukjec-Lent(~ 
Affairs] was in development by either Level 9 or The Ram Jam 
Corporation. 


igohQohaWan at-yeojol-sq Mm Mal-yimonlolamaloloe-Nahimiierd.d pm 


AVA" aNchalnd aXomer-baalomi\e-bom coi (cr-bs{-16 ep moxoyn ales lol-rom\aheamdal-m(-Nebavelameymudal= 
new TV series and Yes PM was packaged in a wonderful 

143) 0) Coren b Leiu ley ame) md al=w t-baalo)e lm DI-1:) 0)- 1 kel alls {oy ¢-1-o) al (<0 Ml s10).¢-1Mmoymd al= 
British Government, designed to carry sensitive documents of 
state. It added a touch of class to an otherwise relatively 
lahehaqtebabnaqmer-baaX-pmr-b atom \r-tme(-1skepat-rom ohiadal—mt-hc-malelat-ncom (ol aa 


|S afed atc Nae Meosd-y-Uc-(o md al-M (olefomKorada\-mecoyaaher-Nahta@-halem-Mi'sate)(-mxoyaht 

for VAC=To Mle) o)(-WKoy ahem Mom Ray c-VyaMamol-FaulobltNania-paug-\e-ler-lalemoynaay elit, 
Flavold alt= ayolt-Wjakomeloy ai iahdalt-Mu-llGre(-rilenql-lemeco\'(-) ah aty-y amr Rm 
always tried to do. 


There was a switch in style again, combining the multiple- 

(ol aKosCor=m o}- Ne ahi his-moy mei Ko) (=m ob han’\ahdam-Nam halts) ¢-Ke1ea'(-mlevolanrena@hts-sal 
Syahiangoyabaa\csqiandar-har-llloi\i-1o Ml wk-lol.<¢osaucomaat-hanholel(-lekosameal-mis-halelers 
functions of his office. There was some humorous writing, but 
the game was let down by limited re-playability and a rather 
tedious multi-load system on cassette versions. 


The script was written by someone [that Oxford Digital 
Enterprises] knew and we got feedback at various stages from 
Antony Jay, one of the writers of the TV series. 


|Sechqalel-haqM Oxo) a clos e-LelkolaMmc-baakelbrcmcoyandal-yhar-lohtccsalehaomer-baatcss 
Valkyrie 17 and The Terrors of Trantoss teamed up with Mosaic 
Koy ae aake) =m ololo) .ai\c- ha-mm Mal=aimoyaelelecer-10 mm Mya ler-mey ah’ ame-l.<-samngosaa medals 
horse racing thriller by Dick Francis. It was released on the 

Sy elsroiaabnaam-balomaWaaliac-lomk-Mat-lucaal-t-batcom-Nalomt-VAvm clolaun \aidalolene 


in the wind reads 


and south. 


(oro) (ol bhd m- halo m-hahako)bhaker-1oMKo) anda\-m@rosaahaalole lo} a- Mor amhamul-baler-ha'alicls¥ A 
Unfortunately it seemed that time was up for the 8-bit text 
EVoAcoqhabhacmaar-b4.¢-1gmr-naloMac-haaMmer-Naqmerct-b\-10 mee: lobbavemcoeredalayme) 
sqateyaleakcw- bats and al=ms) ol-cous ab baaMt{-sacs loyal auhandalcmaqt-b4.¢-1emn Vand aleleiaaal= 
Grey aahaqkole (oh d-mii-3 e-shoyamaar-iucsar-lekcseate mm Mal-vh moldal-same}coyaqvoli=vo| 
collaboration with Mosaic, The Story of the Amulet, disappeared 
ahd ake)bhmae-(e-m color 


Text adventures were in turmoil with the advent of the new 16- 
Jovem aat-\olquhaX-s-pur- halo mexo}aahaqt=scour-lMol=a'c-](o) el-1 e-Mel-ler-hamcemel-\-sameal= 
genre. The end came for Mosaic in 1988 when Vicky wanted to 
qaXei{-mo} ama com-haleld alt=) mcit-\e(-mhamakssaenice 


Ady al eeoy a comelomoydal—raidabnale tm Coldahialemaqkeyq-miahtoic-tjuhateméat-val 
that! 


si ahoksmdal-m elole).qaiiic- tel loy-{-10 Moya i, olct- blome- bale m@r-N al-ma-1gen a al-r0 mM or-Kel 
ibahom- aslo) c-muc-(ohneKoyar-1M@uht-se-Coaval ole lcsnal—ictcwa Malm —y oklah ale Malet —salerons 
were moved on, mostly to Virgin Mastertronic who published a 
Ko) Koy (Vea bho meen al-moyalephat-l@i/Ko)(-mer-haak-mer-lit-re Mw M el-mOrce) alate m a -llakneys 
Adrian Mole. 


As a retrospective, Vicky Carne was a welcome trailblazer in the 
syahetsiamer-baalocmealonelsiuqiam Mal-mhabane(-sqler-mey mm \UKo}:t- Blom \£-tMe) eyiskol else 

IR baht ate hi) aw Male Lo) oe) oy i ak-wenaleluet-sloya eymd aX-m ololo).ar-h-e-menhaqhaahiel.qmolens 
|aX=y exo} gah el-hahiaerat-halerqcomedal-ianol-) e-jol-e1ghi-mmoy ahalephalem-bam-lohbler-Lakeyar-ll 
FWalom-\elol-romic-Vuel-mcomd al-maatolelesaialel-Jaheavem oycotelorolecmudat-lunc-r-lelal-rel 
the shelves. 
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labKefqmefer-leha’mendioss 


Michael White was born in Wallasey, a town in the north-eastern 

oxo) gal=) oymd atom ena g- lass abhatiele-Mmhamciledalqoym latg-yq oloto)mdal-lalt-him- ler cessys 
the River Mersey. It gave him a heritage that was “a curious mix of 
non-scouse and nearly Welsh”. His first exposure to computers was 
[CrchahaXe md ahgoloresatmdatom o}-hel-) moy-le(-tsMeym=r-N day mere) aay olUht=) an aat-ler-VAn alm ol-skeh a= 
Name bankeyaaubat-1C-m(oya@ceyaubbat-t-) met-bar-leves(o(-sqimelt-nhaaM (-saqsabhaam-—cpaar-ll 

Weave) bhahmosmaateyal-aim com oleh mabeaati-lm-W.@rsyel-reinabhaae 


|e Kam ol=le f-bamec(ecole han ate mu alow ol-(ol.ccmoymaat-ler-VAn al-tcw io) ayaa lim. lomcm-balel 
joLbb del ar- sro mn aqk-bahimoymeatcm aloyaaXcmi'aguac-yaler-haal-\mear-i@lel-rer-baMcom-y 0) el-r-i aie) 
a few pounds. He clearly remembers the influence and 

joy coykarcss Loy ate luksjaqm earns =at(-1mcm ob gob lesaimcomdal-mel-sqha-mmcoyalel Wim ccrer-linhale| 

id alow akeliblol-romabeauecw-baXe Mon ol-M-)ahi¢-1o) ol-md ar-lantgolomecelel(om-\-1 lem e}-lel.acomdal= 
publisher. 


bColb mi cole l(oMe(-1 al oy-\ol at-Wat-valeanisaiac-y aM qvolc-a-yaleolbic-\ennqvem cole melalr-| 
cryptic style) to continue with the game from where you were stuck. 
Happy Days! 


| Cosy ol-y ahs ab icmor- hii oya.ahale m-lw- Mc] coy dom aar-bat-le (>) ake) mual-m Gre bro) oMr- mele al= 
Kolb baXe Mon ol-mmc-sealolyym-yo)blert- he) eyhale mam whalonnatem-yo)t-Vor-mhal-lohtc-sahqend=twmal= 
was engrossed by Derek Brewster's Velnor’s Lair, a Dungeons and 
Dragons inspired adventure that cast the player as a Wizard, Warrior 
(o) a = OL) Oe (om Cont (=10 Me home baled ol-cer-haqX= mo) o\{-rs{-10 Mm ole-hiahale mAmUhalalm@al-mabar- Liat 
was able to defeat the Black Wizard. 


(=) f aYo) a ak- Xo ol=t-0,¢-10 ma bacwb auc) q-1-]em- bale me al-me (tan c-mer-olahie-hc-rom auhaamnamcie celal 
a way that he wanted to create his own, and saw it as a release from 
1d al=m ole) d-ie logge) mabicm [oom (-melolmcole(-idal-y an lahdamcel alolelmaal-salomer-bays 
I=) leh alol em Comscoy aaa. wakoyaql-le)4-a/\mt-lel-1mer-ll(somclda ms DI-hyA 


OF Vai wale m Mai \c-y com o)-Vaual-y ccWhaMdal-Mecoyaqhey-hahimacovaqméat-et-) aus (-mc- Lee lelelel 
with drawing, I was hopeless. I always saw Eighth Day as a creative 


STH DAY 


After escaping Velnor’s Lair unscathed, Michael 

Mss atht-Bolbhalel-romsid aM DY-harsyoyaal\s-ba-m\sieamer-lata(-llelalel.@ 
SW atc\\aal\(ctohiccromr-Loatccsahubnapale mebacr-Naakswmerolbnau=iem ceyte-1 

oxo} aha co)'{=) a:)) gur- bale msde} ae l-(om- le a-j0)bhe-hukoyal ke) mice) \m eo) alors 


outlet — I love to tell stories — but with Gary it was more of a business. 


Their first game, Dark Lore was released in 1983. It was a simple 
affair, much in the guise of Adventure - as most inaugural attempts 
were. It was slow in response and lacked a comprehensive 

Color: lelbit-batamelbian’i¢-le-Mclo elem -saKelae 


| er Wale c= qal-vaalol—1 marcy aim biad(-e- lolol hm Col ol-maloral-tiumoldal-yaidat-ha maa y'c-1 
written in Spectrum BASIC and was so big it would sometimes run 
fol bimeymaat-yqqtoy ats 


They advertised in the small ads of Home Computer Weekly, Personal 
@royaayolbc=y aml (<t-1.dhvar- hake Mm \Unler com aVohiccsandeha-say os colel(-Whaauhale Mm D)-1¢. qi ho) g-m- tee | 
dynamic new text adventure”. Alongside new releases such as The 

fe (o)o)oyiamhmmi e-em molelcomelt-thaake-balom ey c-reboir-lolyiqmeal-mopa-s-Monlonamae|bNhtomcy-r—) 
hand atNUA YC hiae Koya al=m@xey aay olehahate mi, t-Ver- VAR a\-mos aku lon l:\-1o Mh ecw (- lel esas d=) 0f0) absy— 
time and frustrating parser. Still, it was an achievement fora 
|aXo}aal=te pce) say ey =X Mop mcey AACN com COM-} 0) ol-t-) aun alr. Waat-Bhalc1edcr-haaaat-\er-VAnal= 

1 q=a aKa’ pure bale Mer-hic-mda\—saamololdam-alerolenc-\er-saal-saumcomeceyalenalel-miaaianate! 
games. 


The release of Gilsoft’s The Quill helped remove some of the 

jo} cole na-haqhaabhalem ohae)e)\-sqaksme a-ha ol-ts\-1 ay Dy-1 4, a ho) <omm-Walom-Kerer-itcse-hucre maalcing 
sVaauahale mopcoler-t-mohenahalemual-mecosaahbatemaqvoyandal:wm \Uslolar-(-1m@-Nalomer-hatmiolenarel 
idat=yhmovoyaalopnat=yombaat-Vephar-Leko)atcmy\(-3¢-m-le](-mcomes ¢-ham-Mmaalblihaerel-meyi 
Noatcot quae hactcpur- baXe Ml ol=3Ko} dom (oqo ma aX=aiaoM1e-hac-om com ele hi(om-mer-le-lkolesek-mopmat- 10) 
Mo loyA-1amey acre me r-naakomeisty lop alswm ha lsiucr- lo opm a=)(-r-Fsyhake m-r- lol almer-baal= 

Joy K=Yor=y a qXor-l mos aicomd al-maat-Ng.c-1gmeaX-ava olen alolt-romedal-yqqmcole(-idal-) monaleK-s are! 
brand called Games Without Frontiers - cleverly promoting each title 
1K) are) oles hulom t-bael-imr-1bLonl=y aler-m-balomeolt-\ic-sar-loyluiqiam Koler-hhalaaleyacm ey cots 
coverage, and to uniquely position themselves in the market, 8th Day 
retailed the games an astonishingly measly £1.75, with each package 
atc hiabale m-Mc1=) ey-h ¢-NU=m 0) cole pe-haqmoy amd ak-Mer-K:t1-10¢-md ar-ham al) Gel-(0 Molle nhabal=yacmerait 
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i Coler- Le) blt-hatar-baXe Mi \sal=i-yAbate ms d-s:) ole) ak(-muhaa\-em ol bias Dy-Nd.qs Roya-mioe- Aha mn iahdal 
Toyaalomauehaalelencelermcsy am anisal-ycomiccidelessiqiar-l (en icye 


Keqb Te (ol (1) Ai Vaghac-vaM en er-batalC-1leyalel om Grelelel(-wice- Mm colelelaubatelaymeyalenbar-lt 
1¢-1(omoym- Wl o}- Lei acMe lth com COM =1er- hol om dal -mexop aban al=\smoymedal-yhamole-higel-sale- hale mabatel 
MCrokohi Mm aabistshale mn eaamm@yaler-mad-\-emel-lehim\c-havel-sacmeabcolelesam-Mmi\eyalemeyi 
fairy tales, nursery rhymes and children's books - all before bedtime. 
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[Faerie] A surreal fantasy adventure written using The Quill. Faerie is 
We folole mo) lomr- tJ abloyalsromucsr-ibha-manbhalhem-nalomcidaMDI-\iacwaqkossimolo)olelt-yaehdl= 
ju coyqameat-mer-Naqt=scM i phd akon a coyahel-sacme-hale(-e 
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Comes ahelcm/ sid amelt-hisnatemdal-mer-haak-e 


Before this all computer games were £6 - £7. Asa commercial 

ro =YerF-sfoyaMy'c-maat-\ol-e- We: hale (-wr-Woye-hale MimtcolUmbl.<-mecvomiMn'r Cw haahelovar- hale 
that they were all different difficulties, different subjects, but all the 
same price. That was the most important part. It had never been 
done before at that price point, so in some ways we were pioneers. 

wi at-W-Voht(-yahuenq-mesbike(-MoyaMdql-Mer-lel q@ovmadal-Me-lol-muql-1a-1e)q-M ic bmel-lamey maar 
loyg-valonhale mm dq blCcyar- hand ql-m-t-VqqK-malaqi-maX-lheyhalem ey-toye)K-midalomy i=) 4-mal-\i'mce) 
adventure games. It was an attempt to broaden the market too as 
Gary was convinced the market was finite, whilst I was not so sure. 


Over a period of two months the The Games Without Frontiers series 
was released in two batches of three games. They included Ice 
Station Zero, Cuddles, Four Minutes To Midnight, In Search of Angels, 
ixalya (om bale mle Cala my Mbit em s\budamexe)eyl-mhamat-bavemdal-y'mrarsitcrom-llmeymedal= 
aak-ler-VAbatomelele)ubsja\-sacpucy—(-o hale maar-le-hamnaay clover Halmoneigimcomelenliel 
relationships and talk to them face-to-face. It seemed to pay off. The 
set of games were all well received, proving what Michael had hoped 
Ko) Men 4 aY-her- Mobo le(-1m ohaler-moblobammmaal=r-hamcloloymeler-lenatamMal-wmoncoaimdal= 
FLatcsquuleyamosmcyqar-baus sere meleyan'\r-ha-me-baleldat-s ani lleni\m-lohiccsanuehaome(-a1@-](o)el-s@ 
Yd aKow- he) 0} qoy-Kol also mide DI-haniiaheale- me l-t-16 


This is where the business trail gets a little murky — I rather stupidly 
cio pahaye m- Moxey qhug-leim/ahdaMsyaqt-hagl vere m-voyaantccNa-mdat-lmer-Mucmer-haql-males ales 

EW chime covan iat hamid alolele salma’ -fom io) a-Mengahic-lomunaal-W-halom (oy @mel— 1-1 @elole mr-| 
royalty only basis. Needless to say, I never saw a penny, and realised, 
AiCyahabec Vint mmdat-\andal-Mer-Vaal-myy-c-vaMmqalbal-e-ahtaqalolace 


Without control of the titles, Michael was powerless to intervene 
sVdaXcsaMd alm ales ahecmioy @@ll(- lala my Moll (-Mi\(-) com el-\cs\-16 mo} alco @i(-34am Gy al-Naalel-sas 
(454 PRG} colo) on Mal-atan\oyd.<-rombameceyayponateialoyaM’\ahdalsyaat-Saul sterem-balel 
released a re-vamped version of the game with enhanced text, a 
joke bk} aX=yo mm (ole). ar-Nalomudal=m-lolonhuloyamoymenc-y 0) qhlerwm Malcmal-\\ani(csacsKo} aM ir-bs 
called Federation and was released in 1988. CRL was one of the small 
jauohaqlel-yqroymaat-bhatsjuq-t-baqmolele)bhJal-)e-maar-lm@eroyahebanvl-\om comeroyaahaahict-sKoyal 
FWalemeksaré-](ojem-Kohic-squaeng-tom- hap aellmepaler-melonahalemedal-maaqhlotts10)cmm huni tc-kom- bal 
eYohicchahe-le (smo) aolelolukcsak-sasm-1b (ol am- Kms) 0am DY-\iar-balemyA-saXo)e)mcomi-i-rom ablepal 
foLbr- aha’ mer-haak-scmnahcomeat-m(oyi\(-say ohaler-lomer-\emnamdal-maat-ba.co1e 


There were still a few good adventure game writers out there, but 
they were never any of them as good far as I was concerned. I think 
haMoyaly'Mat-lgung-lmuat-lmdal-w-lger-lo(-Mer-Vaqt-Mcin'd(-Mevoyaahey-Hanl-cW (<1 ¢-maaloy ac) 
C=] bE- Wako) aWaaveyiaiate mhaqt-\e(-\-mm Kol q-)(-t-k\-- Mi-» qed ey-Fi-remer-haal-myveleliomire 
daX=yqqWr- hal (-)-V19 ect-1-1 ga CoM elm. dia cole ne-Vel-M1(-) om haat-le(-Mi-bow-lelvelap hcl hrs 
\iccvatadavhale mnaMdalexy-mot-yic-meclu lim Lm oye-riebaatclel hig 


is) U heme haat-\e (omni ec FowcvoyaqK-ie aun ale maak: Lani \c- komen a=1-}o}halempaivomdal-m-lokycsalacna= 
market. Several titles had pioneered the use of location graphics, 
however primitive, and reviewers started to award games scores 

Joye tX=lo bh eloyamdal=meier-leng’mey med alsmhaat-le(-1 aymbrct-ro mmm bled al-\-] eat: hrahalem-Kekoyelt-rel 
ii COTE TI Pre Loh Kel -d\imerolmcomepahesmiisidamdal-shaenc-he)ablerw-\Veletreyanm Mal 

IUUTD Ea ¢- ho) ar- bate ol-(e(-hamcombahecelohble-e-haa)(e)d.qnaivomdalsmsidaM DY-hime-hale(-meyi 
fof-haats Mm Ohc-sandal-moubng-huloyameymudal-merosaahel-bahimal-mabeaal-iemcoms\-a'(-1¢-l@-hauiiece 
Kwa Viol lar RsOr-batamnalolublonhalemUR-bauhaMa(-sqhani-mmcyar-lebamiKe@iuondom- havens Kovants 
sW=Toht\(<11 Bm @h alorom alow al-lemeroyaahe)(s1t-\omeal-mi->amsceyaidal-mer-baa\-eual-myeleliel 
lo)Uhakel(-mUh omy Mal-m@lbIl1Memel-he-ley-t\-m- bale Mont:jey-Ncel am hance) adal-e-Namcomel-w-lelel-\on 


[It was all] market driven, yes. Let's be honest — the graphics were 
EM sab lm-halome)coyeledqimateidaunatemcomdal-Mer-haa\-e-lur-ll@mMa\-mdaunale mi 'e-tomdat- he 
Leni KYoynm at-loMaat-\el-muat-molc-hiianale m-t:jol-ce1@-om-saat-limenc-Nolqhlet-mellemqlelmr-l.c— 
bho qahelel aie coloyaq Maem iM 'c-T-wagt-t1¢-) gael Morcolene-haahaahiale mace) qameyliyovam dal-14) 
all is said and done. 


MM ar-Laphaahol-vobnaal=sqhencomen cy e) qulet-myic-loe-bamhalonler-lekosameymdal-m-le)e)cel-(oral 
|b Kod ak- (=) core) aivomitaghenatem-\Vontc-1ahqon d-1cem Gy ¢-l0) ab lerw\(-34-m- Mo bh1u¢-le1sloyae- bale! 
viewed as a necessary evil. He sought to inject as much humour as 
JaX=moxe)bl Com halcom qhicmer-baa\=s-ymohi(-) aud al-mbli0r-lmeaha-(-mo) arom aqreyalealsmdar- Lanne 
Volo). aaa ghabake mo) al-mmsyosaal-mold(- Mecelbl com c-V.com- Kom (ovale m- lm abhak-maalevaudalmKe) 

(oC a1(=1 Co) opme-ler-hhaut-Mcyiaaahelcosaa me) mat-hiabatemcombnalel-sae-l.c-meat-m-)aleha-Meleuel-tMeyi 
Wy olblolukssauhalem qlolbes\- Meum d al-meK=t:3lepalm eo) colenbleialoyabe-nalemenehelexer-luleyameymedal= 
paper and cassettes. It was often a process that took longer than 
Vagucbavemdal—mer-haat-cmealsyaghyo Moe 


Between 1987 and 1988 several more games came along. From the 
fantasy and science-fiction genres, Michael moved into comedy and 


AMOg 





You are in Rocksoffs nightclub. 
Prince Andrew sits surrounded by 
qdejected career-conscious models 
and empty Champagne bottles .He 
cries aloud _ into an empty glass. 
“What have I done?” he wails... 


eae 


AS A Sa AAU VMabicome.l.cctom- Wm ole) ec) alo) ar-laidaKoMsconie-lmar-baqvi Mtmnamdabicmsyoyndenate! 
Ihaak-\e(otxstsye [OLomci=y alo meh oop MmunK-mnaMdal=maqkoyal-taelahiam Colon me ek-s1tam Kema-iabhaau-! 
qabisie-¥.qosalay me (-1NAiC=¥q=1o Mm Csyoless1e- balur- 1) mephgo mel al-rejbk-mel-\ol.qucomiacmalelaiaael 
owner at Buck House. With smatterings of graphics, it's a fun, if 
oxoyahucontc-yas'-1 mond (snd atl at-Fomtcole me |bk-humbate mel at-haahel-le palm \andam olanaler-tse 


——  ——— 
ee ee ee ee 


Holmes is in the Professor’s 
work room. Hooden shelves 
SsuUPPOort bottles of all sizes. A 
qdoorway leads west. 

Holmes can see the Professor’s 
cgqiary. 





[The Raven] In The Raven, you play Sherlock Holmes, and must solve 
EMexoyaqye)(=panaahenae l=) mer-ki-mbam- Ms aat-llmmialit-\er-mu nal ol-sak-senecmaecosaa-limeymudal= 
Jaa W Ales Konig bale-le(-ymd alelblelaidal-macr-lenenaal-melvolel .q@elerer- ty leyat- Liat mciae bales 

je) cole pc=tctoeeh mat Colb ie com alo) anhamdal-macelaime)(-ler-m-lundal-m ale laimunag(=s 


UP 4 1] == 


That howled about the room. 
Seemed to bring the night in 
closer. 
UHLOCK CABIHET 
This was done. 
OPEH CABLHET ise 
Could 430 be more specific? 
GET OOK 
The See leather-bound book 
was icked up. 


REHD BOOK : ; 
The book seemed to shift in her 
hands as she began to 
read...slowly the words began to 


Take a form, a shape.. he page 
Seemed fa pull her into the 
fale, entwining her with the 

That formed there, 
dragging her in... 





[The Weaver Of Her Dreams] 8th Day’s swansong, and one of their 
best. Weaver has a female protagonist transported into a fantasy 
char baal copa (om ohia-Waat-\e pom ololo) om hacw-bam-lohic-sqlabnc-Mo)mnalugler-1C-m elev Aly 
SJ oX=11 Ere big- Ke fos akspmne- 10, anake Melero) acm-nalemaX=lergo)aat- alets) acp 


parody for HRH and Ronnie Goes To Hollywood. HRH caused a stir. 
Mi aX-mhalt-\moren's-y ans) aXe) \\(-10 - Mor: baler-labb dom o}lergbha-moymudal-m@ le l-i-samephiabatem-| 
Nabi ter-hame(-\1abhaom- bale Mobacai\MmobanntcHaltciom-lac-iahuloyamacesaam-Wmat-lavesat-l| 
newspaper — one that featured as a puzzle in the game. “TV Game 
Snaps Di In The Bath — For Just £7" rang The Sun's headline. White 
Je) Coren b Lexie ir-la =) 010) dX =16 Moe 0] 010 Mere) oy (-1-yml alo) osnatemual-iad al-mco)ejcer-lmecoyalc=y ane 
Wale m-Whaosmeatolcoyal-inim/olelloma- elim hal nalerq-r-Ki-10m<t- (sem oleae ale 
Conservative MP for Leicester East Peter Bruinvels took a different 
view. He told the newspaper, “I think it is pretty sick and offensive." 
FeV (ovale Mi \shdamd atom ala i\mer-aalscymer-baaX-m- Wm al-')m 0) alee) ¢-\ol.<-1em Wl elbleke iim ey ales 
jaKow Coy ale (=saexeh'c-34-10 md aX=mon{-) a aX-r-loksmosma al=mevoyaaher-N ahi 


It was an attempt to create a new range at a higher price. As we wrote 
Fld al-mer-Waal-1MeolPhay-1\c-t-em on contalol-rom-Llmdalomagt-ha.coiunalemaat-UCcvar-le 

jek: Kod.e-Te (to —aicatadahhale mmitacolc-mdal—mer-haal-te- hale mo) aolelbler—omiéal—iqqmmolphamanagi 
was growing less and less for little return to ourselves. This was an 
Fav-yqquelmcom c-levoeh ovo) qal-Meoy mdal-lem-CMi'(-ll@-tmabatem-moylele(-)aiaat-bd.c-iamm Mal— 
subject matters were not such a shift really — Spitting Image was 
qhte(-me) at AY M-\ aid al-mukgal-w-valom olordamer-haal-w-he-mic-)qimaahecolambamdat-laiatd(-mey 
humour. 


After HRH, Gary Kelbrick left the company. With White on his own, 
loyahate phate mhamoldal-yar-leudaleye-mcomdal-ms10aM Dr-hiace)(om\-\-saal-romdal-meve)aacreit 
idabhale mconelome-halomhar-ltsvom al-1y ello Moynici-1md atom abshalemoros-1ecm- hale mobhaanhablsJauhate| 
returns of each game. Skelvellyn Twine and The Raven were the first 
non-White titles he released. Twine had originally been sent to Mike 
(Cis ¢- bee moymm Colon mcyhaleit- hap aat-ler-VAb alo oh) Ml x-10-s al osha ht=) @ Mie Kor Feo) 

hq ah ey qtsts{=10 Maa at- hes al=mexo) ahishater-1o ml woyhalt-samcomci-yalomudal-mer-baal-molam consid am DY-hig 
Nahe mci-1e1bhqom- Mm ol blo luksabnale mol=t- lem M alow a¢- hi.) a ber- Ms) a\=9 4 (lel al Ko) naqi=smaglencelsya 
mystery written by Alan Bolger and Stephen Kee was developed 
using Gilsoft’s Professional Adventure Writer. It made good use of the 
aXza\ Colo lem Ksr- Lae babakem ofs\-1blokotahalt=1lece(=) ahmed at-h ¢-\elt=) e-yar- cio) 0) al isialer- hare 
joy-baciayae- hake m-Bambahanaahiol-luhatemc\-)ql\-mo)m-1eaales:jo) al-idom-Kme alm oars ahecmo} ma al= 
i Koh a\m aakeh'i-1om-lloyale mhalea-r-leaehaatcn 


It was the attention to detail [in The Raven]. The clue sheet they gave 
me to evaluate it was massive — and I loved their passion about the 
fore ha ake) 


It was a game limited to the 128K versions of the Spectrum, and 
ekoyahe-hal=iom-mabhahmeymaaleyq-mcomeroyaak-mh ame atom oy-lol.c-lephale Mameal-m o}cosaqhi(-meyi 
being the first in a series of “Detective Tales”. Unfortunately, the 
qatc¥d.¢-1@n ic: FoM ol-te pha bauhale mcomereyaled-(eigmvom alo maenadal-)a@er-baal-cm sce 

(o [=a1¢<1 Ko) of-re Mav Wed at-l-1moloyit(cromelvhmosmaalcmnalolokieata\andal-Wmabat-l@er-baatmnal 
1988, The Weaver of her Dreams. 


Weaver was always going to be the last game -— the “reveal” at the end 
gave this away -— the (spoilers) idea being that I was the weaver of the 
OLE NCevecme hatha qkowm a) c-Koe- Ma her-Mer-haa\- Mom \sahtow- bale mcyol(omic-va'mi\(-llmm obit 
ator blot aM icc m—yaloyb lela Mm han! i¢- twa q-y-sqimncom ol—w- Mol blyhal-\t-mm alolar-malole)eyiar- nae 
Moro) blo Mave) mbt jehatmdal-w-laalolehaimey maak mabag-Bimy hme lanalem 


Weaver was a game with female protagonist, one of the few 
VOnt(ouahgon ccm ar-1m o} doyaakol cro m-molat-hale(-mbame(csalol-yammhuna-sitcreitcromdal-maat-Banv 
women that played and wrote adventure games. It was a fairly 

ol bod al =ro si Ko} a'm-lolelonar- ce) 4er-3 4-7 ash a Mol-8d.qiCo)i\c-) em olen) alent (er-b-\-16 m- Nimoy 
AVM aWhcousMenqor-huat(om- baXe Muccol qb anler-1@-loylenal-\mcomer- liom Oy alm alqr-huple (=r Mir boars! 
J ol=1l Bb ahiccsalcoyaimdar-hundalomelt-hic-smecolellomeba-hi\mbycloyamcomereyaaye)(-icomeal= 
game. 


As for the female protagonist? Never thought about it really. It just 
Yorsyaqtero mated quar-lmdal-mubaqi-m- bate mang-temdal-mmei-1-] Mme) mual-mer-Vaal-mcomaqiemm UIE. ls 
1h ed ted al =lo Fae aa co) oy-lo] imma] b ial mic Val i-lo M- Mme] (- Tt) (eM) (once m-Vale mre) qari aim anal! 
fo} -\-] mm ComAomdalojblelameyale-micolemolt-\im im cole m) silm-y-1-mdat- lala alolm dat. le 

fod b Kol alto M-1at-1| Meme al-miab4-h col el-leveygal-t- md al-molg-\e(oyaMmel-leroyaalocmdal—mqat-1 4m —1cen 


AVehdatndatcw-Voht(crahqbeacmaat-ta.<-1monitahaveltnatveme-nalom(\andalolsiar- Myer cx1qi4(-mcore)| 
oh and atom al-pamei-saX-sa-lekosameymaloyaal-mevoyaay olbit= emma auhcomar-lomalemel-cyhq-mce 
sqqk-V.qomd alow aalentc-mcol Rod osu meroy aah ole hn-y c-m- hale Melcos\-1e msi 0 4m DY-hi alle (om at- to alo) el=1s 
for a new adventure writer for the Spectrum Next computer due for 
release in the summer of 2018. Perhaps we may see one of his many 
unfinished games - Byte Your Thumb, Barf The Barbarian, Faerie 2: 

Wi al-Wo1b lo fefey gum ere) (om-balew.¥ cele) ators mom: mek-saalemoymi\sanlolaMyic-tomephtc-y al 
away with one of his games]. 


oun aly! Mam =)'4X maces iam Waleiseleli mim at-lomcoycecolac-yam-lololehmdat- imo) alla Mat- Lancs 


A1 





[Above] HRH. Any apparent 
1q=rX-9 gale) t- ba lercm Comes at-be-leit-secMeaiahale meya 
dead is entirely intentional. 


Ws) ol-leiuabhaqmoy ts) L@m-Loht(-yahabba-mu(-w-ley-Valeleyal-lomeyaler-W Me(-M@lOT m-heakic-tel 
EWale Mi '(-Mol-youle(-1om com c-](-)-Ki-w- Me c-have(-moymolblole(-im@-VoAt(-vahgun¢-t°p 


IN Coldqthatembhabcoyaubbal-Nc-lnimacyqat-Viatmeo)m@-Vahimoymdal-URguanauJql-loM-1aphammelbny 
there was an Ardonicus demo, yes. There were a few others too. Bee's 
Knees, a cute garden-based treasure hunt in which you were the bee. 


Barf was a Conan style treasure hunt but with a very humorous bent. 
a atomag-- Kendo -3 eo limong tal ¢pe- bale m'Colbmat-\omcom.¢-\-Jomicolvh am bal-lelar-l\-ye il 
1(=3'(-1 ole)! (B- Mer-yac-thaW-laalolbbalmoy aime’ c-\-mer-haql-Mon'(-) om Mal-yaMdal-yaoM iit bs 
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Skywych which was a follow-up to Quann Tulla and started with you 
ro -Sy-h t-te Moya: la: la(-yqMylbbavei(-molt-Nal-1am x-1-)a(-P-aaiir Cee bam-\c-yaMeyleler-¢g 
treasure hunt - all I can remember with this one is the witches house 
1bEY-to Mm com aqlen'(-w-heolphalem- Melt 


Ardonicus 3 was a Westworld style adventure set on a space station 
a (Nanda Wecyeat(-¥ cl @ahelos-mdat-nmat-ltomc-Valt-Fyimi'coydlolwio) mel Aialale MeLel-1(oyqal-) ¢-Mam it 
Was a good way to fuse a sci-fi, western, fantasy adventure all into 
one! 





THE ART OF 
TERRY GREER 


Pai (citsye-bame)imdalcmer-haqtsmhaleherciaaiamK-\aa'menc-1-) al at-l> 
jo) Cole hb etqre myo) qak-mosmdalomahal-t:jaspalt-hia-halem-\eht{-) alabnas 
[Yoter- alo} alr. baa'\ce) danke) ar-l e)(=10 ake) ¢-o)mero) aay or-hani=t-y 
nqKelubkebhalemaWabhaole pu Gnitcvosaur-halem bale) qei-) oto) asl, hier golce 


Terry Greer's first experienced the games 
bqXenblimaya-lac-sqayelenatemcomy-]l@cyolaaric-baomioyandal= 
short-lived Lynx computer. His games 
ohKohaMansy-] lem olbhund alom-baat\coyd.al alm eo) colelbler-om ce) 
jo} coh qake) tom qbisw-ie- bake m-laeg-\eit-romudalom-hucsyahuloyal 
of fellow exhibitors. He formeda 
relationship with Interceptor Micros and 
created a raft of illustrations for their many 
Noat-tqhae haat Makolokedamal-my\cohd.<-remolamdal— 
PaWaak:10¢-(om- bale m@xo}aahaaloleloya-mol- mm abismel-samr-balel 
J .¢ 10001 bR(-Moymy oy b-1tsm-bale Mevol(olbsameosaldal-w 4,4 

NS) ol=re1s abn aaM\i=) Com an koMcie- bale lolbhmeoyalealelbiulelal 
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Game: Jewels of Babylon 

| Koy aqqt- ea, Gs) ol-leid ab baal 
Publisher: Interceptor Micros 
Release Date: 1985 
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Game: Warlord 

| ro) gaat: eu. @rs) elses ab baal 

| sab lo) bE) aX =) eam ba lis) qexzy 0) Ce) ae UB Ken gels 
Release Date: 1985 





10) veil 


Game: After Shock 

| oy aqat-1 yA, Gs) ol-corgabnaal 
Publisher: Interceptor Micros 
Release Date: 1986 
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VAAN TO} 3)! 
SOFTWARE 


| oy ar- lb qaloy-1und ab a=t-me(=rer- lotto lo) ava’, /slt-Yo) alm ¢-baMyA-) alo) oyme-bal 
ha KoK=yel=yalel=squmelsaté=i co) e\=) ar- balou ole le)ens) al-)qe)my, Qn.) e\-1e18 ab haa) 
Cop aar-Kohi{=) qhabea-tsems DIOR ahalemaahicmanaqlomm a\omer-lAlcchabiy-rom-nal 
entire genre and was responsible for releasing over 
Ao) Oe F-aakstsmeo) al ab tcme-le\-1em @1t-Vt-ylom-Vohi¢-aland-) allele) ccm Male 
| SCoredaok-|(om sy-Ligolemnalmealom-saat-lic-rian coleyaqmnamedalomalelery= 
Malem=p.¢-haaunastsMcioa@ct e-lmehals>.ge)](olaziem ele hAAl-tce 


sXohaaWbal counaloloncesabmeleroldt-halemmvlo)ahaM\slCvolam\-sat(-romhaMmdalom conic lm aUha 

| ro) ceX-mdak-Lancole). al auhaamolau-Mmcolbn ey mdal-mi\oyalommel-sxeya-m-\-1adnhale mena! 
Rochdale in 1970. Work proved difficult after his service, spending 10 
ier bec hale alomolbbiKebhatemuc-LoK-mol-scosa-munalobhatem abhaaty-lumacrohebater-bauar-balel 
qos a bhabhale mikey ar-Watsa)im co)(cw-\om- we: loblom-havem«-l(-aiatssloyam-satephal-(c am aWancsandal= 
company he was working for closed down, John spent several years 
1bhaX=yaahe)(oni{ctomol=skeyasm- hats alek=om-Mer-haci-) c-mnaltcsaral-ai\ma\andal-MColer-lm [ele 
centre about his future. When pressed, all he could state was a desire 
Mom abhal-Msve)ay\c-ha-m ako) br-Mar-balomy\ahd al qulcmo\-]lule(-sq-sahaol-) ecyoyat-luha)adat- las 
sVdar-Nan atom i\(csquar- Bale menlomyA-yaleloymeleyaan'c-N com i\r- Km Kolebale(-10m hall helotop 


Ufo) ah a) it Wat -W/A=) alo) oy AB at- baal-Mor-baql-Macoyqale- ol at-We-\oit-yaphaMdal-Mic-y ai mah cis 
text-adventure I ever played - Carnell Software's Black Crystal. I 

fOLENI {cto Md ql-\mosae-WA.CoNm- hale haMda\-mCLac-yarie-le(-\Meymaal-Mer- Haale Glas e-| 
multi-parter) there is a mini text-adventure. In this you encounter a 
Wat-]\oyabl@joy ehcp at-haal-tomA-valoloym-alemidal-Mat-haqt-wiaelel @namaqh'a@at-\emm'ifal-y al 
1daX-Mor-Lm(oy al alac-vaWr- Fw i a iie- lowland at- lan an gat) My ahead c-Vo Ms aahim@tni-wA-) ale) ey My-{-1qal-rel 
1d gK-mol--lmat-Waql-mko) al a=) a 


| 5] (ol, Oa iC mic key al-mo)md alomuhaciar-ontccsalabhaomer-naqkcsw-ncelenalom-lmdal= 
1UhaaXcmmn lA A at-Nmold aly ecMonlomtcolb molt hi fan Di lo mtcolUm=ai¢-sat—y gels al-yalercmdal=yal 
ovale phat-l@atear(cyalaviceya 


DU atari ol E Nilo Rdal-moyalepbat-l@aQont(cvahubha-w-vale@ciall@atAicamem Uhm bb (ots 
influences were based around the type-in listings that used to appear 
1d gX=Mevoyaqyolbit-) maat-ler-Mo)mdal-wot-higemmaqkol-j@eoy Mm 'dahlol a Mnic-iq-maqko)<-m Com aba! 

nig ol-tahaimdat-ham-Keiuer-linmolt-y'A 


PNCKicoalabnaoMercyar-bhalaanicr-Lqenccrom al-rohialatanhalaat-ler-VAbal-cw-Tmqig elma ha! 
1UES\uhalesswr-baXe maal-y)mc-leledahanaqt-bahiaeycolene-baahaahhale mevopaler-)ole-mmDlomicolomdannal.< 
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that it contributed to their emerging popularity? 


There is a good chance it was, as most of have a story (or two) in our 
head and the utilities of that time enabled the 'story' to be shown toa 
bigger audience whilst opening up a possible doorway to fame and 
fortune. 


By 1985 we'd seen some very influential titles on home computer 
adventuring, notably games such as The Hobbit. How important 
were these games — in both terms of the genre, and setting the bar in 
what was expected from an adventure game? 


The likes of The Hobbit were important but only because they 
showed the budding authors just what could be achieved within the 
confines of a text-adventure. Thereby laying a basic blueprint for 
them to follow. 


Did you have ideas for adventures and design before? 


The thought of writing my own games had never crossed my mind. 
However I was given a copy of The Quill by a friend who told me it 
was a doddle to write a game with it. I checked it out and wrote [An] 
Everyday [Tale of a Seeker of Gold] with that particular copy - albeit 
sans manual. From there on in I was hooked. 


Even with your experimentation with type-in listings, had you tried 
to code a game of your own? 


The nearest I came to experimenting was typing in listings from the 
likes of ZX Programmer or such like. Machine code was and still is 
beyond my grasp and the prospect of producing a game via that 
format scared me silly. 


John's first games were The Secret of Little Hodcombe, a story about 
an aunt, and the inheritance of an evil cottage, and An Everyday Tale 
Of A Seeker of Gold. He initially tried to publish the games with 
Mastertronic and Alternative Software but was turned off by the poor 
level of royalties offered that he felt didn't reward his endeavour. He 
told Retro Gamer magazine “It was one of the driving forces behind 
my decision to branch out on my own.” 


An Everyday Seeker of Gold introduced Bulbo Baggins in a spoof of 
The Hobbit. Tolkien it seemed was an obvious influence on writers at 
the time, along with a diet of Dungeons and Dragons. Was it the 
natural thing for you to parody those titles? 


At this point I had never read Tolkien or played Dungeons & Dragons 
or The Hobbit - it was simply down to wanting to write something 
similar to [Fergus] McNeil's The Boggit [released earlier in the same 
year by CRL]. I had been given that game as a birthday present and so 
enjoyed it. All I really knew was that the storyline I wanted to follow 
featured a quest for gold and a bloody big Dragon! 


Can you tell me more about your adventure design process? You've 
discussed it before, and it seemed to be formal at the beginning, but 
then move to something more organic, unplanned and unscripted, 
yet the outcomes were incredibly tight? 


When I first wrote Everyday I spent days drawing maps and listing 
puzzles (and their solutions) before loading up The Quill. I also tried 
this approach with Hodcombe but I found with both of them I got 
sidetracked and then had to redraw and re-list everything in order to 
include the latest idea that had just come into my head. I also tried to 
write the ending first and then write the game to obtain that ending's 
approach but, as usual, got sidetracked again. Eventually I adopted 
the 'I have a story in my head so just sit down, load up The Quill and 


[Left] Sean Doran’s wonderful pen and ink artwork 
featured on photocopied instruction sheets 
included in many Zenobi releases. He also created 
loading screen graphics for games such as Bulbo 
and The Lizard King and The Labours of Hercules. 


get on with it’ attitude. I made up the locations, puzzles, solutions 
and dialogue as I went along. I still do this to this day - Iam currently 
working on an enhanced version of Behind Closed Doors for Chris 
Ainsley and I am writing that on-the-go as per normal. Nothing 
about me has changed since the 80s, I still use the same old 
characters, the same old settings and the same old humour I have 
always used. If I wrote a new game today the player would swear they 
were back in the 80s. 


Who did you trust to do your playtesting? Did you take for criticism 
well? Was it akin to having a book going out to a good editor? 


All the games were sent out to around 6-8 different playtesters (a 
cross-section of known customers) and bug-reports were received 
from them all. These reports were then sent to the various authors 
and they were asked to make the necessary corrections before re- 
submitting their games. This took place on a number of occasions - 
until the playtesters were happy. Criticism was always welcome. 


Did you have any adventure writing rules? Any 10 commandments of 
adventuring? 


No rules other than ... make it entertaining! 
What was the average development time for a game? 


If it was one of my own then anything from two weeks to six months. 
For a third-party game about three months from me first receiving it. 


The impact of The Quill cannot be understated, and it's difficult to 
envisage the British adventure game industry without it. It's main 
advantage to the cottage industry coders of the time was it being 
royalty free. There was no charge to developers of games using it, 
unless many other pieces of software at the time - such as speed 
loaders such as Speedlock, or even music systems such as Melbourne 
House's Music Machine - all required a licence fee to be paid. How 
important was Graeme Yeandle's creation, and the fact that you were 
free to distribute games? 


Very, very important. Without it I would never have formed Zenobi 
Software or ever written any of my own games. It enabled a lot of 
gifted 'storytellers' to produce some very good text-adventure. 


The thought of [royalties] never entered my mind until now. I had 

never considered the fact that you did not pay Gilsoft any royalties 
on the games produced using The Quill - so, no it was nota major 

factor. 


1986 and 87 were perhaps the pinnacle years of 8-bit text 
adventuring in Britain. Level 9 was rampant, and The Big Sleaze, 
Bugsy, and Magnetic Scroll’s The Pawn all appeared. Did you play 
other author's games? Did you look upon any for influences in 
trends, themes, or even technology? 


The only authors whose games I played were Fergus McNeill 
(religiously), Interceptor Micros and Brian Howarth. The rest of the 
time I chose a game because of it content/storyline - regardless of 
who wrote it - never in order to be influenced in any way. 


I tried to make the games that ‘entertaining’ that the players did not 
care about the constraints of the format. 


Which games ranked amongst your favourites — you've said The 
Jewels of Babylon, Rigel’s Revenge and Rebel Planet - which others? 
Which other authors did you admire? I presume Delta 4 and Fergus 
McNeill would be a shared soul with his love of humour? 


There are way too many favourites to list. I was an ardent player in 
the early years of Zenobi Software and when I was not writing I was 
playing - often long into the night. 

What's one adventure you wish you'd written? 

There isn't one ... I have written all the adventures I wanted to and 


covet nobody else's work. 
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Smatti flies buzzed over-head and 
YOMRerous smattl ants scurried to 
and fro across the bare stone 
tites that forned the Fftoor of 
the smatt wooden dwetting that 
the mighty Batroog was presentty 
occupying. Somebodu had once 
nade an attenpt to add a touch 
oF decorum bout the coat of paint 
thew bad Liberatty apptied to 
watts seen better days and 
was secting fo ee ee = | ee | 


ee STAND 

Batrog stood up. rubbed some 
Feeting back into his nether 
regions and wondered whu toitet 
Seats nearty atwayus cut off the 
ciarcutation to your bur! 


#-PULCL UP FPANnTS= 


B=T=) ab bate Ml @i Cos-\-10 ll DYoloy ¢-} MM aX-W efoto) aro)lo May. ludolemmlotel.<-lo Mm halsilo(-mdal= 

Sy aarcllCcssiupqolosaqmhaldal-m akolb liom (o)melendalelory-mhamdahismer-k\-)m-Nalemabbabanbate; 
low on toilet paper. Can he escape? When an adventure's first two 
moves are STAND and PULL UP PANTS then you know it is a work of 
utter genius. 


Butbo stood in the middte of a 
smatt but busy "Market Place’. 
The sound of tradin Fitted his 
ears and in front of Him was a 
coarse wooden ptattfornm, on which 
Stood a nunber of men. Beyond it 
to the north was a wooden gate, 
whitst to the south tay a ine 
stone archway. 


A flLant 
rn Ett 
An Archer 
A Wizard 
A Dywart 
A Thiet 
A Swordsman 
| 


[Bulbo and the Lizard King] When it was given away free with issue 
ho ohmm Cobb aresnatel(-bhanaat-\er-vAhal-pw ols lolom-lalem salem ny 2-1ce ml @lalem'\c-te-! 
oC1hKedahemollyrarsr-Fsyl-) me r-baakomdar-Nmpbaleqolenbler-rom-Meyc-hale masa ia-1elont-sale-mcomty ae 
adventuring. 


Butbo was in a neat, tid and 
Vergy comfortabfre tittie oOrrow,. 
In the corner was the standard 
green door whitst to the teft 
was a smatt round window. From 
the oven watted the detishttfut 
arona of freshtyu baked brown 
cakes. ; 

Butbo noticed ... 


es ee 
A wooden chest. 


-* 


PiWale =at(cv qi fol-\'aul k-\(-mey m- Msy-\-) .¢-) oy a @o) (ol A-sqlo)oyMcmsjell olen (eyhal-ro Mm DI-1ht- Wms 
syhaqolom hal coy-baolehtahale mel .d.am Koll.ak-saMcw- halo m@iUK-]lolelbnd atom whole homo Mal-) 
Ie Co) o) o} Lamba d qbisw:) ololoyme-l(-meymuc-r-Konaomahonaluhalem-bavemene-\eroyam-i(-hianalep 
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(o} iad Malm af- lh cole mar- ho) el=t-ba=10 mh ala 1=) gti are ml Ot (e\-10 my Dlolo) «ma @ LU hLel dim el-veroyaqhnate) 
a cult classic, Behind Closed Doors tapped into everyone's worst 

sabes ahuaat-va-mmdatomaqvoyaal—vanan’colem-siqe len \sqlnamac-bareienlmel-r-lel—m-baleme|bnl-lannal 
id atomsyaqt-liCsriqngoleyaqienamdak-mavolets\-mmoyal \iacomat-hi(cm-ye)aa\=1e) alom (olel.audal-meleloye 
iu goyaqmd al-mo)bhecsKe (= 


Behind Closed Doors is one of my favourite adventures. We've all 
lox=x-sqmeiab Kel qu balmdat- lal (ofer-lalolalea-r-lobbate mM al-m@so)oluhamer-VA-14-midalolerelalaten iyi 
hal ol-moy aM i a-\o) ekoyar- Moy alemanaq\-weemoblemdal-mlel-t-mevoyaal-mcomtcelbm acess mesal-mo) | 
1d aKes\-m-y.q ol-salssalerccyavaW amebaabie-lehavemeniarg 


foi-) ay hate Mm Oi (ol-y-10  Dlolo) «-Mer-Vaq-w-lerelehar-yiagy el him ol-ver- 1b l-1-m Mellor lol-lomcom-lelomr-| 
Y=Yoro) aXe Mef-baal-m vom dal-Mojdal-yar-ylo(-Moy md al-Mt- htt] Mer. hy-1-1 40 - AaRe- Codl ol are 

1 ¢-\-)] oy C= We Koy amd aX <M el t-Kic-1am Cd al-Wqat-Whamer-haal-Mic-tRoyaMsy(ol-W.UR- halo my lpi mel al-Moyi 
1d qKoy-{-m ol} Vwd at: \mrer- Va ql-mhaucomaahialat-y-(o mm at- Fy Corl Nim ian'¢- Tom ol-Ky-lo meyal-lamel(e| 
quo becy-)q'mdahiaaql-mam biome) (oMt-Von(-Mlolel ¢-rombamdat-mt yc lke) a'am-vale mm eri 

1b lol-ahabicclomaqhey-limiormdal-maromellomr-Voil--e-Valem-lelol-omi-\i\moymual= 

fol aF-We-Noq t= maces aamaahimen'eamer-Faqtece 


WM aXoyblosatdat-mer-haal=molol-tome-¥.¢-m 0) t-lex-mnam-Mcyhale|(-mcoler-laloyammdat-luniic-ksamundal= 
qakeluhig- Lake) ale ey men q-r-huhale meal-mandiqm-lwYo)a alm a=) oleyac-ro is 


Actually I wanted to write/produce a game in less that 24 hours (just 
to see if it could be done). The rest, as they say, is history. 


Joyo i loloe- tale ms Malo nb2-1¢e mM Glalem-aani(-10 @-l-evlo) ahalce\-1eve) atom oy-NambaM anns 
sf-lugolest-hal Walkoleatmidal-madahhaemer-baq\-mol-shalem-Wmio)ce Moymdal-m senate ftx-s10|bK= 
1ClK=mo) my tb lelelomomey- 104) mm M al-mnd.csloyaal-m ale llelemnic-to-\er-bha Meyumoyae- Meq-t- 168 d= 
hunt. Released as a standalone game, it was later given away free by 
sqat-\er-VAn atom Colon meyhaleit-bh ae) ale-mece\¢-sae-hel-mbam-bam-luccsaaolmcomoleriamdal= 

WA eXo) ohm at-baat-mhancomdak-maat-Wharsieq-r-baal-ba—)ar-e 


1s \iad alemahqal-w os o1/elom-yojol-r-he-lo me) amd al-mage) aime) am Colbiarcyhavelt-hhaeLONiCow- Woy) 
(oxo) oy (=t-w ak- lo m-lbq-t-lohtaol-1- acco) fo Mem dal-Mocon'(-) cac-Vol-Madauhatem \c-CMcyhaaholata@-moyht 
fo) i Vale (oladaho moyen aat—w- have md al-1m Cm qh'al mel alos-\- Baum Koll ol— matey al mks 

Joy coyotes ahaha Mcyoyaal-M-y.quc- M-t-l(-t-M ol bhaeavolmbaMdal-Mmalblaqlel-ya-md at. luxe) aql-w el-yoje) (= 
idqKoybledaimiqagtielaia 


hth and al ome (olole ma=lt-LekoyakJabhomi aida (oleh arcynalelt-bhan)ic-le-p e-haahealslomabbadal-s@ 
SF bai dale sak ol ahcoscomm-Neudalo) moymm mi alulesaimhahtc-saivola’m->qe)(-ihalme mdabhal.q@eyal= 
fo} Lo) abaMe'i/pltsyo)aho}myA-) alo) oy M-pmaak-Ko1t-) 4-16 ge).q-tMai\c- kom ole naepatem cole (sid alt=) adal= 
MN Gc 5] —h) oy mn da low bale t (amore) aay osit-laloyau co) an Colehameyhavel(-Wh ap a-r-lol=s acy 


Mi ak-Lapeh e-jare bhsvero) bh ahtc\oMer-F-}s\-14(-mn cet Labh abate mi i-bae-halcw Blo) ble)(-w.Kel-yal am msnater-| 
Wright's Cloud 99, Terry Taylor's The Labours of Hercules, Jack 
Lockerby's Domes of Sha and two of Zenobi's own title was surely 

1-4) oXeyabsslo) (=m ceyashahacolenelerhalem-MmColmoymolt-hc-sasmcomd alow a-hale(cm-halemepor-lehays 
of homebrewed adventure games.” 


Between 1986 and 1989 Zenobi published upwards of 50 titles, with 
fold aX=sar- Lhd alos a-mereyalue-(eit-rom cond al-mst-1 ecole m-m-ie-lo)(-1cmav lo) anal acr-luky-ro me Lenker. data 
1d atcha com ol-m- Mrar-le](omer-baal-tom olelelbhsJabbavem olblcshaQ-sst-maal-melalehaameymuldt-tcmar-lol 
Com ol-m qqXo) coma cre 16 (=a lem we K=m/\e-FoMoy-lk-bakesh ale mada-m (ole phjulermoymycoyd.ahalem/ vandal 
patsy ag at-ler- Lond ale) acym oe} colelbleshalemonbheleler-le-tMopmoer-Kt\-1ac-iom- hale medal= 

=} o) aX=saal=y c- Md athe cols iiaheamr-lolamer-baatommivdanieciarjed lm \senanatemablsment sal 
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At the busiest it meant I was doing an 18 hour day and for a few years 
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Deer, sstet snow covered these 
"Icy Wastetands" and a sharp: 
biting wind Cew retenttessty 
To the north coutd be seen an 
‘Icy Stope' whitst to the west 
tay a ‘Snowy Path’. It was atso 
Possibte to climb, with care, up 
to the top of a nearby Mountain. 


The . 


Icy Wastet ands 
Death 
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Something stirred if the depths 
of the moat. 
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TotaliIy Giank. oapaort rom Some 
words printed along the top. 


=x POUCH 

Forned from foded-velvet, there 
wos some holes around the ha 
where og drawstring had once een 
ond some ting red letters ocross 
the midagle. 


eREAD LETTERS 

van Fpeee with aoe. the words 
nae BAG were stil ao? t 
be seen. EBeneath then were In 
words Property of Small Daniels. 
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puzzle left many players wondering whether Retarded was another 
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SAS CHILL o1n0 ofistles through 
—— thie snow Lodgen pines atove., 
You stand on the southern ease 
oF a Frozen Coke, ooooen woLlk 
ooy to the north Ceads out to a 
oork castle on a small istand. 
You con 90 north. ovoest. 
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publish Lightmare in 1989. The magazine review was spotted by John 
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The Lightmare - Village of Delvhorn. Johnson had attempted to self- 
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the title that he liked. 
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Kos qahaqhonaung’ar-baXemy\skel-) ani\ahdalatcolon an aat-ler-VAhal-mere)'¢-3 e-le(-mmonlom’colem1e-bamce) 
receive any games submitted for publication? Any memorable 
stinkers? Any you overlooked that went elsewhere to become 
successful? 


On average I would receive about half a dozen a week at the peak of 

1d qubatescw- Valo M-y-Lel ame) al-mi\colblfoml ol-m oy-tt\-10 oy amcomd al-Wolt- Mato (-1 am Ke) 4 
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worthy of a second chance. As far as Iam aware I never overlooked 
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Lightmare was a departure for you too - it was also your first game to 
Kot hGbh dome pa- ho) ahkerwm Dy Lo men g-ho) ahlersmel-aiat- toma dolaameak-molbba-mere- hig 


IN (At {<1 all ol-{-y ad al- gn Koy ale Moy men g-\e)ah(er-melbimdat-1m lw ey) coler-lelata el-ver- 1b 1mm 
personally was never that good at producing them. However they do 
have their place in certain games, especially when well-drawn. 
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graphics? 
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parters' were the devil's spawn. 
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adventures over text only? Especially with the earlier successes of 
The Hobbit? 


dah ql at-Yoym of-to) 0) (-Mer-haal-mcomel-vaat-halemaqkeyc-mc-Valeyt@-lani'iord. @iovmdal-ihg 
money and wanted to see what their nice new shiny computers were 
for-Yo}- Le] (Mo) mmWahimellomqat-\elqubal-mevo)bl(omelalbigamoleialcloyanalemi-yan 


Lightmare received a lacklustre review and a score of 54% from 
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impress? 


I do not believe so, as both the Mikes were players themselves and I 
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Retarded Creatures and Caverns was your only game to receive a 
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good reviews were a ‘stroking’ of my ego. 


Retro Gamer recently covered Zenobi in a company look-back and 
rated The Golden Locket as your worst adventure game -— was that 
fair? 


A tad unfair - the author in question was new to the scene and still 
learning his trade. He produced a playable game with some 
interesting problems, albeit set at a ‘beginners’ level. 


Did you have a good relationship with the magazines at the time? 


I had a very good relationship with the like of ZX Computing and 
Your Sinclair but not as good a one with Crash as I would have liked. 


Your own experiences at trying to get a game published greatly 
influenced how you dealt with other authors under the Zenobi 
banner — can you tell me more about that? 


Prior to forming Zenobi Software I submitted Everyday to Smart Egg 
Software for possible publication. They contacted me with a list of 
amendments to the game and I did these accordingly. Upon re- 
submission they offered me a contract but with royalty payments 
that I felt to be insulting. It was then that I decided to strike out on 
my own and that any authors I signed up would receive a royalty fee 
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worthy of payment. 


You published several games by female authors. Was this important — 
how many players were female? 


In my humble opinion there was a split down the middle in regards 
to the male/female player situation. In fact I would say that over the 
years my more regular customers were of the female persuasion. So 
female authors were more than welcome in the Zenobi fold. 


Zenobi powered onwards, well into the 1990s and well beyond what 
many saw as the active commercial life of the ZX Spectrum. The 
main publishers began to abandon 8-bit machines in the early 
decade, deciding to concentrate on the Amiga, Atari ST and consoles. 


Adventures though, had been ignored by the majority of big 
publishers since the mid 1980s. That was to the benefit of Zenobi and 
other homebrew and independent game authors. 


Nothing really changed, the big publishers never really handled the 
sort of stuff Zenobi did and we just continued much in the same 
manner we always had. 


When did the market peak for Zenobi? What type of sales could be 
achieved? 


The late 80s early 90s was probably our best period and at one time 
we were churning out in excess of 1000 tapes per week. I used to lug 
a couple of carrier-bags full of jiffy-bags to the local post office every 
day. 


[The demise of text adventures] I think it was simply down to the 
public being swayed towards the fancy graphics that their shiny new 
machines were now capable of producing. The ‘point-n-click’ 
graphic-adventure took over and the good old text-adventure just 
lost out. 


Adventure Probe and other magazines were still doing good business 
and conventions were still popular. Did the continual thriving 
fanzines show that the genre still had some life left in it? 


Not really, the readers of the fanzines were more into solutions, tips 
etc than actual reviews - that and reading the wistful meanderings of 
some twisted minds. 






1000 tapes per week suddenly became a 100 or so, and then down to 
double digit sales. It was obvious at this point that the market no 
longer desired what John was doing despite arguably releasing some 
of the most innovative titles such as Crack City that really pushed the 
capabilities of PAWS. Still, the old dog tried the new tricks, and 
invested in an Amiga and PC. 


Unfortunately, there wasn't a suitable adventure writing utility on the 
new machines that John could turn to in order to author new games. 
Gilsoft had decided to abandon the industry, taking any plans fora 
16-bit version of PAWS with them. 


Did the 16-bit market suffer from a lack of a Quill/PAWS utility (it did 
have STAC on the ST?) 


Definitely, I tried STAC but that was not a patch on The Quill. Had 
there been a Quill on the 16 bit machines I would have written a load 
of games for them. 


Instead, Zenobi games were repacked and launched for the 16-bit 
machines using ZX Spectrum emulation. Sales were disappointingly 
poor. 


Just a shade but by then I was losing my ‘drive’ and quite content to 
stick with what I knew best... hence the ‘emulation’ side of things. 


Zenobi came to and end in 1997. A long run for any software house, 
yet alone an adventure-centric one. The Zenobi “legacy” is often 
talked about, and it should be recognised as such. It seemed that 
Zenobi never sat comfortably where it did. Half in the mainstream 
publications, half in the homegrown arena. It was this desire to be 
professional and to maintain the highest standards that John 
sometimes comes across as elusive, and a difficult character to deal 
with. Blooded-minded may also spring to mind, but in order to runa 
business it's often the mindset that is required. Gareth Pitchford 
sums it up perfectly. “[John] set the standard for customer service 
and proved that, by delivering quality titles to a dedicated audience, 
text adventures had a far longer life than the mainstream publishing 
companies had predicted. “ 


What are your own thoughts on your achievements? What are your 
highs and lows from your career? 


Iam very, very, very proud of everything to do with Zenobi Software 
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and what we achieved over the years. It provided me and my family 
with a living for the best part of 30 years and that is something to be 
proud of. The high was getting my very first review - Tony Bridge 
(PCW) and the low was closing the doors on my little Empire in 2012. 


Do you think that the adventure scene allowed the expression and 
sometimes eccentricity of British writes and gamer designers — 
empowered by The Quill and the Spectrum especially? 


I do indeed. There have been some very good writers come out of the 
‘adventure-scene' over the years and some games that I have been 
very proud to be associated with. All of them full of good old British 
wit and charm. 


What are your memories of the British adventure community — with 





ADVENTURON NOTES 


John Wilson is currently revisiting his own authored Zenobi adventures using Chris Ainsley’s modern browser based text adventure authoring 
system called Adventuron. 


Some even have graphics ... 


Visit www.zenobi.co.uk for the latest updates, and access Adventuron at www.eeyo.io/adv781/ 





John has very recently made the entire Zenobi back catalogue free to download from his site at www.zenobi.co.uk. 


The games are complimented with scanned instruction leaflets, a variety of promotion material, and can be downloaded in various emulator 
cassette and diskette formats. 
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| DYoM cole m- lyon dabbal.qudat-hapimsmenté-sdloley.<cro mi \sal=salycome-le.ar-lololehm@er-haalctmnal 
Britain — adventures were huge at one point, often in the top sales 
folatchaecyg 


Yes, adventures were never given the critical acclaim they should 
have received but at least they are/were out there to be discovered 
and enjoyed. 
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It simply stems from the fact that it was what Mike Gerrard 
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Are there any stories/adventures that remain unfinished? Or part- 
o C=k-sKe palsreWan's\sat- hel abhqnd aXomoubhuuhale ba celeyaamivolo) as 


Only one called Ramsbottom Smith & The Quest For The Yellow 
Spheroid. I started back in the 80s and never, ever completed. The 
‘work-in-progress’ tape is in my office upstairs ... somewhere!!! 


Vd ahtaeKomtColomidabhal.qudat-lar-lohi¢csquueha-s:M-10ll@ oles-\-m- lr. lyounat-1aloyalmcey ame) (-hi.-3 63 
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Surely there is scope for one more Balrog adventure? 


IN Colm bamdal-mollomcoyaagt-\omaleni'(-ac-yare\ic-y md al-mic-)-V ecm mat Mme a hate amie: T alee 
abi ake f-Moyqlehal-w-1b (ol alr-fowm o{—] qh bate Mm @4 (ol-{-10 Ml Dlolo) ¢: Bo pam o{-] qi bale Mm @ (o)-{-10 Ml Drolo) ¢) 
6' and 'Bulbos Journey’. 











DESERT ISLAND DUNGEONS 
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sailed into trouble waters, far beyond the safety of the River Roch. 
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Just a copy of The Quill, a tape-deck, 
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endless. 
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Between 1985 and 1991 Magnetic’Scrolls 


».released seven classic adventure games. 
el SiVabaahaat hate; rqake) ale f:) aud ql-m-Jqlol-lisMosmca (Oo) a0 bse 


Jo} cols} gimme abicaianave meabelloksw-halemereya cohol 

Joe Kcshaetst(onsmer-WaatcW MSVUbedct-l Bolbrakd t-Yes-1o me r-Waac) 
Volo bia Mefe)leratc)aMyctongcim-le eval mero!) inc hac-) elon 
iKoygast=) > (olbbarjbatell- Waa (oybueat-lecial J abllmcyaloyb hata 
Toi bidal : 


Phil South and John Molloy both lived in Hemel Hempstead in 
eKayqaceyaelsJauhgom-balemaql=1s hal hols] 0mm Mal-yial oleldalclat-ha-iom- Ml (onic-meyi 
Kehtcstquuunastswmm ol tcmiahale mer-haq\=smo)amvlo) ahaMcw.Wo)el(-m Mm al-hdelolehabavem-baaleyhuleyals 
fo} mov al-met-himi\sauenatemdal-sharoyi\saler-baalon 


AVA a=) aw Melo eo) o)o}im-baan'(-\o maimed at-haler-rel thd Vechtand aloatandalo)oresahar-leleiene 
Ve hiccsqhqunaomer-baal-tcw-b aXe im’ ar-Rarevolb item el-melol<isle)(-mhamdal-mel-sanaoe 


Davi esvobid al Wi alam nfo) o)oyidiiie-tmaat-byhic-mm laos colblelatandal-Mei-vanq-mcomdal-) 


ee) 





wi 
=. 
»| 


l 
pees 
= s 
“uw 
= 
F =a 
ee 
— 
yy 
| 


a 
Sea eee es 
























: a 
| . 7 s % 
| a i. =, = : ae 
Le js ~~ e —- * 
ie | \ i = 
| H| | 
| ia : 
jl 1 
” se 2 # *» Li eu = 
| | Fann tetahcna snatch chairs 
| HH - 6 © = 2 2 Seiatataetetetanetetenetatstanaitatts = an 
sf ane ee = ty a — —, on pe a 
i a Hamann” AF tt, #7, perenne eae eho L 
] = = i nm Pte = 5 ‘as ee ee ae = as ese es ! 
| - = ee te ee ans <n e ee ee es ee ee *, 
= toe = = _ 7_F_ = = a * * s _-—_ -_' 27 8 2 - j 
J ~~ ¥ es ase ‘ss = ena se en a. as - ona ss ‘a i | as ae =_f ns L <= ™ <a = a 
| i my A eee ee ee es Ae ne J a j 
se —- (aa eaerEas & eS Bl Ze PSR E eS SED Ee ‘ESE EE BE ERER EASTER E EE Ee | a | 
- ea it SERB SBS PRR E RE PEP RSE HS PRE ERE PERSP Re MRP RE REPRE SPR RAE PRE PRE Pee Se es 
— — 0 ne nt ee ee ee ee eee ee ee ee ee ee ee ee ee eee ew ee 
oan fe 5 ee ee en ee ee ee ee reee # ae BE De 
yy] — ee ee a i_- 2 8 @ 6 6s ee ee = = se @ = 6 8 8 8 6 CSS 8 Se ee ee ee ee ~ 
ee eal a = eee ee peta tata tata tetera ta tat nat ata tata tatatanate Meta atatn ‘.! a ei aan aaa anata tate ate ae 
hee | = | | 
er of | a ae ee a a A,*, Maa eee Ae Fret ms tase Fe ee te eee ee ee es 
ed ee ee ee ee [Se SzSPeztersze: oS 8 8 8 2 2 2 eee 8 ee ee 
* ESS 508 et 25S 2 S2£EES Sa PERSE See ee ee Se 
=o 8 5 = ee 2 2 ee 2 ao = 2 es es 2 Se eee 2 ee 
soe ee ese = a eee ee se ee eS ee ee 
BRED SB eee eee ee ee = oe | os ae ee ee 
; = ee a ee ee oe Fe | ne a As a ee a ee ee E Se ese gQiesge ees 
(oa PRR EER SR ERE RRR RE RD ERE REPRE RED ee ee ee saree mene a nae nan nena PR 
nate a a ne ue kes ¥ A? . aa = eee! a” me ae a rn ate * = Pra a i a tate” ta ee | sn a Pert 
a on = 2 cena ae tee aMae Serenata nata eee eet eater nene” anes estes ses es sa 


ia 
ee sa ee ns eee see oe so 8 aes ees ona os oe os 8 

























ata _ . 2 anes mr = Cees ae ee = tet * 7 = Ss Ss = 


oe 
"y 




















oe es ss me ee ee ee se oe “Sen ee ee ee * Pag se ee es 
a rat atete mata s ahatemal at aM ete "y ‘ck ee ee ee Can Lee Ue ee ee ieee 2 a 8 8 2 ee 
ee ee eee Ne aaa nn ee ee ee ee a ee a ee ee ea ees a ee eee a 
Fe ee ee nnn ee et et ee ne ee a a A Oe ee a Ol a a a ee 
BASE SE £PFA SS ee 8 Pe a es ee a ee ee (eae EnR ER EP REPRE SP EC SES eS e 
BERBER TERBERERRB EP ee OD SREP RE RETESET SB “f= Se se ee ee 
EBS Pawrtrprtet Vy See teea ae Stet a Eee eae SS Lali ™, i ee ee eee 
ft 8 @ ee 2 Pee £ Se ee SS SS 2 eS ee ee ee * 88S 8 2 8 2 5 SS ee 
Ne ee stata a etata te tety ttm naMate" 
Oe ee Sse ees ee eee ao = es ee RRR EMER ERM SRS EER LL at _ See ee ee ee ee 
o Ea tat atte ta Mahe te tee Meh aa taMeta tate h ah Mah ae me », en ee = ee ee ee ee 2 Saat eeaae natata ees aMaMctatene” 
, a Fy 
as ‘ahatets tsa ‘a ' eesnererenananeeneemenaneranee —" “" BARS Etat aB SPA BE at ttt Tatas "." . rename" aaa 
ee | -_ se es _ = 8 Bi ne ee ee . 
ra stats aatatste tes . ahahaha “ahaa nents ste nn eas Puta ™ es eee ee ee 
es eae neta e™ ee ne mn ane ee a ate > es aes iJ a eae > a eta i} en m s 
rane Se eee ee ene Sn a anata ne ee een ": oan ere eee eal 
1 FatatatatatatataatatatataataPatanstnta niet anata eat atee ne statate ata atatatatataat ae" 
"cas se ee ee Sn ee ee ee 
Sk ePee ieee e ee os ie ee ee 
Saft itfsts &= & & ® ae eee Ee 
ee ee se se We 
oe ee ee r, as eee he 
= ane *S Se _ "5 Ez 2 = = a a * L 4 _ =e} = a 21 _ = as = =F a4 an 
Ce ee ees ees es ee ane ee 
a 7 8 ee © © eee @ @ 
1 = : 
. 
i 
q 
= . 
Fr j <<. ot 
— - 
| 
4 1] ") 
= i ' y | 
. | « | i 
(iy ink A | a 
—— ii a 
' 
i” = 
© | 
i K 
i 
Cary, 
ES No ' *, Ul 
— ? - ae i = t 
4 c — fu 
a | 


a . 
#2 @ 2 @ —*- —_—i 
== = i 


WAN ote)'(=) iy .Wand a\-Mo)bhes\-)mo)mdal-Mer-baal-migolv mH a= 
jo) cot1=9 ahead a moyalomey md alo oygole)(-saqlsmoy i 
joX=shake mhale- Mero) (obat:Jalolen\iemicolbma-mon elsilol= 
oKeyi\aal 


ete) 


qo) alot Moy im q-ce nh t-haker- baal) c-Ma g LOLM IGM r-Fowa Va lel dre MevolelmComolt-yimeroyalcilel-vahate 
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realtime experience and that’s why it is so fondly remembered by 
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Most definitely. It was located in a dark side street in south London. 
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As far as I could see a lot of it was in John's head. There were big, big, 
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There were a few maps I think, but it wasn't a maze really and most 
locations were separate so there were small maps of each of the warp 
zones. The puzzles weren't that complex either really, and John was 
the Puzzle Meister. 
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Anita and Ken were massively supportive. Rob Steggles knew more 
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artist sent them in. 


MbhaqhaahtayiUe-¥al-yatcm—y cox) i(-sahar-baulel(-molaWal kya rmct- heme at-laatZolem-leylbRit=rel 
Joby AL -\omn gare 1 OL=) ahaa) pha Mecyo) aal=Mer-b{-1-monco)e)eyhavemaat-saam-llmcole(-idal-samliisat- ne 
Ko K=r-boyind al=yaqQossw- halo moley4(-s-mabumd al-meibhaanalem cole) aamicolo) as 


|e Coy atm g-vor- lI @- bahia k-|(-1¢-10 Bcvor-y ql-cpam hae c- Kom olt-yiabatemdal-mer-laqt-Ma-ver-yahihiall 
CRIN ag osaky-Vo ml qloy/ a qahb lola Mem coy cerolac-yaldat-lakcm-lorger-linialamda\-Mer-baql-mu 
ceyaqtevaalol-y ar-Mel-idqiceleyqaMmeley+A(-mdat-lmenloham@agt-l.¢-mdal-Metphalolbimidahial.anate 
Volo) bm igy M1 bby ol-loims Maqhtolaimel-maqubahalemumbiomi sida. @oyivelaM mellem xe) 
Revolution a few years later. 


Oi aloes ghalersw q-rer-thic-l0 Wal Carmi aheamel-lbce) ahem M al-m@halomaat-ler-VAbalcmcr-Hlo MAMA NtC- ks 








mMox-yat- bh alaia f\Ue-lepal-jalomsyon co) lem maqkessim-) ahroyic-Volt-mr-lonic-salabia-) muomer- lime 
Pawaabkef-M@xreyqaheleuenate my- hike mm-balelda\-s aah eiexel(-Fssm-Lono auch comer walel 

roy aahaakeleloyc-mOs\-sarcy- bKe mma Nal Kyat miicovelcomat-hicomicolemeibhaeltbatem\ahdamaqhnadal 
1bhalel@-bhalelblolo)(-ssmeglel.d(-mbhomico)bn mel alqi-).¢-mamObabioyaqupat-lcclaimdalsmaat-Bd.ccie 
and player's tastes were beginning to change. Despite being released 


Koy and aX=mhb Lon c-HUhi{-mod ab aksjuaqt- tom ol-saecole mbamhclotom-bavomi\ahababbavem@n AA@u- mm s{-r10 
16-Bit Adventure” Golden Joystick Award, sales were low. 


P.Wos ah ulor- 1&1 0 (over=s:\-eml oon ar- Maun at-Na\est- 1 MiKo) ome (olblKemmtcoll Mat-hic-maalol-manie 
reversed if possible? Which platform was most successful? 


If I had to guess I'd say Amiga and ST were the best sellers. But it sold 
os i=\/\monic-y c-llmige Mm ol-wat-icomcomahalemoleiem is am. Me)hme)m-Vam-\ereyaqt-Fanl-\emey al 
the quiet so critical acclaim every time. This is why I have always 

| oX-{-1 4 o} Ko) .<<e 


LO lh ahaat-hc=l\rauhercy=1-yaqlsro md atom) ol-reshulom-jard(-moym ahenaalelbha@engey'(-w-Mic-iele(= 
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between players and reviewers alike. It strayed from the usual realms 
of adventures, and was a departure for Magnetic Scrolls, for sure. 


PNM agt-Veaabic-M-vax-\oime(-yanqbic-l\'am@ Mal-Lmc-\Moyal-Mey md al-B conta qvol(- Koyama al) 
foyalentat-lmerey antc-vect-laloyqmmdat-\ arial at-lom vol el-e- Maley qty Dod DE-vo) ibhu lola mm UE-Nidel— 
sci-fi, but comedy sci-fi perhaps. My sense of humour has a very 
marmite-like effect on people. You either love it or you hate it. 
Another reason I’m not the richest person I know. 


ntcbhalebhae Med avos\-mcomaat-Nd.c-imdal-mer-baatomivaleam-bamonalerier-lm-3/4-10 ml eley.@ 
different to every other Magnetic Scrolls release. The lightweight 

fer- bel oloy- ae mer hi(-m hare mel al-t- 1 ol—) ar-W alo mK-t-1om Dub ar-Ne) ol-r-l meat-halmeal-mo)da\-yquend (<1 
lol=sKo) com hem MW al=yalmeaQcs acm ic-Komd alomer-Raal-Mcmeal-saalomemr- Wm aqt-bd.<-iuhalemanhesaleaat-naom 
| olaue-hianaqte me lopate(-1o)alsmmon-\e ley al-ym-halom-Mmad-t-fjoed-me|eK-s]ancem elolc-yahurel| 
buyers was easy. 


Personally I liked the art but it was not my first choice. I really liked 


“My sense of humour has a very marmite-like effect on people. 
bob M=yhd al-y al Koyic-m hme) micolemat-ic- whew .Waloldal-1anq--Lyoyam mag malelmeal= 
1 Kod a=). ol -y ayo) alm a alo)! am 


1d aV-w bh} al Zo) bKex-moxoy gah Corer. halo Ml Mm c-\igolbid-re M-Maqke) ¢-Byo) ame) m-lohelnmer-tavele}auival 
style. Either that or a similar scary circus vibe like Jinxter. I would 
1a Nie 0} €=1 iy a gale Morey aqt-id qubatem-Meyi@er-Vd.(-) qe) mip had-r1@ 


The game box did contain a selection of “feelies”, an extensive 
qatchaher-lemr-\ohiakex-mo}aMalo)/ mom Colo) .@-nit-sani olen ap alsial-haemr-laral 

Ke K=yquahnler-huley aM) al=1-1 em Dike ms(olbm at-hiccm-bahtahayolohmeyaua)\sat-la=1k\-m ccs alah ace) 
id atom oy-Kol.¢-Kephale ig 


SYoyqal-yml olbua lo) ahahgbicw-liq-r-Vohtmat-(om-Wic-va'mell-y-1 qu (o(-t-M-lelovehum Wat-l@cvavelpl(e| 
Jol W hand a{-Moloy om me gat-Wimat-\ig-Mecoy aljolacqromoyaM hal elehar. ti. ar- bw mare ll@at-menle| 
Fl dak imbae-Bilen eam al-yam (omc) dom alcr-lahale meer aavel(—iuloyamms (-motlom-limdat— 
Flan! coy d. a1 comm Malm oy-ley'monlorabn«-ml-Moyal-Moym qiicwcyoy aly 


You said you've recently been back to play it. How was it? 


AY(cVata ctor aid hae mat: hi(-mexey qal—W oy. lela Com at. lato M-ie-lac-romel(-hiabalemhm-ler-bha| 
Floloehur- maaloyaidamo)acvo-\e (ome m\¢-\-e- haat. yA-e mr lal alen'\ me (ololo mia hme od (DEM Mat: hrd—) 
jako Mel hb (Ww hie: bah! Moy md alm (eo) ctw ihe) ahonah ale m-Va-Maquhal-Me) milo) qlaW-Me) alan -10-0-e 
aM Key a-h -ecroyaal—m i c-y aly qaler-ygm-valom¥olavametiomdal—mcy (om bi g- lal simelvoy at-| 

1WKoy ator: \igy(o) comm Wor. hamacoy game al- LG hic lI My qqlolesJalqromcole(-idq\-yarenié-yand al=) 
countless revisions. 


NiVLolbiComiLolbmesat-hale(-m-hahvadabnateran\\/Aal-lar-ba-mrcolub mr-hicolenaht-meliusmeymdal= 
erebaakorg 


Merc ha mdavigl.aoym-hahiadquiatem Mom-\oloMoyanr-V.c-@- hic hmm aacmoyccianimagiblelamiiiat-Le 
sVCcmbahe=yalo(-ro mm Mahalo md al-Wa-(eroycothatem-1ablonlom- Meoyhac-vi com.tw ham er-Ky-l0 mel ale-| 
cab Ke hom (-Mely-lom come (oncom sal-yamile)qiaM-mer-valeomDIO)\ Mi ie 7 .WN EL@m cia) 

1 c-Yoro) coh hate m- lam Mat—wColphavol qKolbl\-mm (-)-lalt-Valo Mm Dol ama t- hal (om ie Ml rl Leu MRE 
1-3-1 @-y 4 ox vad od of -Maloy alt) me) al-Moy md ql-Md-l- Kero) atm mic Komolt-yiabale mim Le Mel 

Koy ce foluc-y qm qqros:i mo) mhar-lalomc-aatyiatale mid al- Wm ol-\-1qm-M (o\'am Mole). aioralcheemve) 
augue} quhqve mim oloha Mago c-laqiaibhd-w Ml Math cm comeoyalielia@- Mic llqdalgelblelamce) 
actually get there. 


heb aqub Ej ol—m eo) (<r Fyhalemeat-hares ahaler-llavmeat-sau-bave mao) aha i-e-jel lm q-rer-bael-lom-ks 
Magnetic Scroll’s best adventure — a fine accolade amongst such 
Coie gbekomerosaahey-nanias 


b(t Vale- Wale Moyen geyak-yhalem-Fomda\-y'aaqt-\ol-w- Mle) meymi<-va'mefelete mer. haal-t-mm maa! 

jo) cob Com Com at-\ig-Wol-1-1ql- Wi ol-V ame) mhem- bale mimeo) al-moymdal-Maalel-imenc-lubmtalatem-natel 
cool things I've ever done. Plus I met some of the best people while 

(o Foyh aXe whew -WVahie- Wa ,¢-14 Mm .co)omm UbLolat-\-1Mah'aiic-10-) amd al -Mocole(-Mesb are MAnidalesy-) 
names escape me at this second). It's a shame we never got to do 
Fish! 2... 

















After it's release, the majority of Fish! protagonists left the game, the 
(okoyaayol-bahim- bale meat-mnalohbtsiegtmol-lqhhavemm\Ut-\epal-iulomeyen co) li-mciuableleit-remcomnbate| 
4G 0) (-LeX—mhaMt-baMoa'c-s eared at-Nalepnale maak ha .¢—1ar- low olophaltr-W alo Rxels lel .ar-Koatc-vanden acts 
such as LucasArt’'s The Secret of Monkey Island signposted the future 
Koy a= Ko hiccsqhuehaomer-baauhalen 


Mid qvhal.qida\-mo(-r-\dqMoym@lcmntc Kw Me qalenié-mceoyitccheel-mene-lelanlom-lehic-yalqund-mr- hale 
1daV-Me(-yal-1e-|@ diate mo) mt. VAnal-st-mdat- lm qatele(-yaqmaqt-lolk-M-yale(-vakel-) qm Malo aqteni(—) 
si coyagm(-y.qmhahelbim com aqvolbl-Meialel.analemaat-r-vaimdat-layol-fejelK-mevelbl(ome(-1maqle)c—) 
yahecvae hiah gals ahaa ahdall (tt: yao) am @rolenabhuat(-1a'm-jol—-l ahalematgoviale mice) cers 

=H ae f- Ve (oma qkoy c-Moymdal-Meyg-naMmdat-bamaqvelbly-melh (el haem vavom-Ceqabl-lintmqat-licows 

bi Kolb sy aat-Nat-) ar-Fomatol bm olt- him low Mere) ab-y-ce |b (-)qle\- mas Mal-mnaht-yeql-lmer-naqunate| 
we've seen since then has only made that worse. 


©) Moro) bh dg T-Md aly mee We a=y a o}- Col dF ae Ler th ata) De a aloyby-melb (el ahalemer-laqt-ts 
Wao o}-Vol.anq gles c-mhalvoW4 Do) amt->am@er-Haqt-s-mm- hal (-)-\1 gio) mer-yae-HhaM elt hi(-) ¢Mm ole 
(oy im al \/\a No (-y'(-lloyol-ya-Mat-A-wyoyabialemblom-Valemdal-Maqt-ha.<-imimengo)) abate m 

| sX=10} 0) (= or ¢-Wi¢-B- Wl oy ge aaloyc-M-vater-Ver-vaqv-yauar-Valommdal-\-laq-Meoymdal-Baqinate Mm dah olal 
IEMEYe) chakemacoyaam-Mlolmeymagtolel-yaamer-hqahialeme(-1qha-t-M a -reje)(-e-Wq-mole-yiabaley 
gale) dW oloy-laomer-haal-Mcolom ale)! \am Maier hameoy al hia eol-m-Mefolelomdalbatemioymdal— 
javLabid-moymagt- Fal ahalem 


AV"Mak-hemhaahey-CoagebkemaWanhc-Mcynalelt-bhavat-Nic-mopamdal-mbaenl lia) aeamcla\-u-w- hal 
under-celebrated heroine of British games? 


Sy Vem Rowe alo MM Sakcd aed qlee Me foray qindal-Mel at-haker-mcomelon-llmdal-mdabate tw al— 
sole Wah qhzve Wms) qX--wr- WC-9 gt: Cou Ko} bLcMoy al-m- bale mat: \oat(-) ed al-Mcmoleyhale ms Mag meib la) 
J atu | ol-e- land aX-m co) oe) md al-mat-r-om-Halemer-\lUhatemdal-w-) qloltcp 


What about Magnetic Scrolls — what is their legacy? Text adventures 
are usually overlooked in any history — apart from Adventure? 


IWR-Vop al-6 (ometor go) |(mc-yenb lt bahime(-imr-ll.<-tom-lelolbimeyamdal-mlocoyaqhaqnebavintd li ey-lei-13 
|Mat-Vatem-lololbhmbamm M al-yia-ba-wi'(-llmdqvolblelahmeym-navemceoyalolhtma-yaqtqvaqlel-y4-\op 

Ie Koyor-yab lini m-voyaal-Moymmd al-yh ae} Coy alm tall el-m aio) (omhameold aly maqt-lolt. mmm aleyel— 
Joy qat-meot-ymdat-y amie lim ol-m-yaloyeresqubahv-yq-timlamdat-yhany old adat- lave) astro) al 
aioli Kemi 'e-haim com or-himvomme(-imdal-mel-Valem oy-lel.aicolei-idql-1 aim Vm ual-maqkoyaqt-valt 
that is just stuffing for my dream pipe. 


Oxo} bie ME To patra lomeyes colltcmat-hic-malolebatsal-romhmhaat-lomcoll(oni\(-omdalsmaat-Ng.caie 
Wale meK=a¢-1(o)ol=1omr-Wm olopn an tar-balo Rxelilel.qer-baal=¥g 


HGateo)i\ahale mdal-yaqm- tm melom Mi 'oleliom-jehyol-lermdal-\'m ejb llom alolm@at-aic—) 
ya ql oy g-Lox-r0 My oloyhakur- hale Mol bKol.anioy aid al-W q-y- toy qh Mie: ic-ce M-1- hab (-1 am Colb Kemal Nia- 
Comb. .¢-yae-lqlemWahie. @-lelolehandat-La 


AVi"oud alntcolbnaltoy'(-mo)mdat-ms) ol-(e1u qbbaaber-N dom) olUm => counc-lom-lelolehamdal-mhaahaqheatssaue 
[lob alo a mosmdat-msyol-vorsau baal \ (>> qumr-halemeatom olol(-saler-l Moya. masa aU dbs) 
adventure writing system for it? 





J ak) alin of Kel .¢-Ke phate p 
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I'm very interested to see the Next. It has a lot of promise for IF I 
Ldqahial.qmr-Nake muat-Mhaht-1q-\-1qihama-iugemer-laahhale mer-hameoyalaraiphejeleyamuat- lam Mal-ntg 
fo hfe Mc ytd al-ntao ml (=i an qal-war-Ai(-w- Ml (ole) .at- lm ian i'/ql-iaW imeceyqq\-\- Melb iam Matejel-mudal-yis 
ccyaqKeyaqlel—y amd al—\iaecy- tho md arn a al-yaMdal-mubaal-mecey a at—wcy, 


SYo- Wabbqhar-lar- Meo sha-mcoma-1abheamcomdal-mel-sancotg 


After watching a film called GET LAMP [Jason Scott's 2010 
documentary] recently I was all fired up to make a new IF. I even 

joy hod ayo r- We i=y'\ mle (=r. tom. Mecoyqahey-Nahtmer-li (ql m@daley(e\-MOiMEr-haal--Molphumuat-n'g 
JoycEty-co Moy gM hems Age Lulleyoyqat-idquhqlem Mmdqbigl.@-lololbiar-Hale mime mecoellomaunqte mig e 
Mor Nae: V.<omuhaql-Moyam’ (ord. @iora-WMiisqhi(-mcoke(omhmdal-vaM Maam-ull@.<-\-yal come le) 
something more. Maybe a retirement project perhaps. 


Oy atomr-Wiqe [bl -11a lo) quem akoyi monte madakqm-le(-sahanassqal-yqqlel-sar-bahvadauhale mm ol-snate mr.) 
fo) Ko hints) ae 


Oy atomr-Wiqe [bl -1s1a lo) quem alo) \monlomadakqm-le(-yahqna-sqal-yaqlel-sar-banvadauhale pm ol-spatemr-\ 
fo) Ko hnks) as 


One last question ..... 
(©) a Wrerolo) Mer- ld (- me Mme ahaq iV ce)b bale M-M oyhar-haleM-\-\-m hint \¢-Mer-taly-(=) 


EVantadauh ale M-](\-mm @) a Mmevolo) mer-t-14(-snana Ml al- Nani ic Tw leag bein moyal-Koymaqhtmeoyalennatelt 
ideas for Fish! That didn't make the cut. The player not only is a fish 


1daQ=y' mat Wee Waid) aime) aleyameaal—yqqlola'am mm iojgefolmdal-\abialulim'colemagt-\o(-miat-\a[e).<-m 


[Left] A selection of “feelies” that 
rKereroyaay oy-baniqromedal-mer-baal meek). qnnalmdal= 








DESERT ISLAND DUNGEONS 


IMAR-Yo pa loiakomeles co) lkcw-1hehaqhalas ad qhimmmoyaveleigimmrsroleidalanate lcm anhaats\-ibi 
SiVabaqbaauhakem(\ahdaMdav-m a h-yaree-halem-\keyal-meyam-Mel-s\-) aan kcjt- halen 


al gl=m a Ko)o)oyne 
(Melbourne House, 1982) 


[B{=ler- LOR mh cM erole) m-hale mm at-hiss 
oxo) b haha (=tstom al- he) ohimaalssaqko)al-mo) mae 


The Pawn 
CE Yepal-ialomsyes co) | mm holo ¥ 


| aX=a\(=sae-Kerabr-linymelt-hiccre hare lima als 
Vechtadabaoleresal-nalemeyam-bauacit-H atom me! 
lat agomenaat 


| Koy col-meo) am Mhaat= 
(Level 9, 1988) 


Because it rocks and is the first 
Speccy adventure I fell in love 
Vandal 


Zork 
(haloleroyaa Mm holote)) 


The very first advent I ever 
played. The fact I call it “advent" 
J ao) icc aahvar-\e (oe 


Sorcerer 
Ch aloleroyaq Mm hoists) 


SW aloaba:iae habioleroyaamer-baql-mulo) aval 
haves moltchic-romcole(-idal-sandar-N@ont(—ya 
qak-Xe tom qasmi\e-bah@ncomaat-l.¢-mey al 
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